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A Note On 
Tournaments 

JERRY JONES 

Now that DipCon XII is over there has 
been a lot of controversy over the rating 
system used for the tournament. In some 
respects, part of the blame falls on the 
shoulders of the postal hobby. There was 
an opportunity to voice complaints prior 
to the tournament but it is my understanding 
that Mark Berch received little or no 
feedback concerning his system before it 
was thrown to the lions. Well, if I have 
anything to say about it that won't be the 
case next year. 

In the n|xt issue of DIPLOMACY WORLD 
we are going io feature the issue around 
tournament scoring systems. I already 
have one of tie finest articles I've seen 
in a long tim^ written by a two time tourna- 
ment winner, Ben Zablocki. He will give 
you the "insi4e scoop" on how he won his 
two tournaments (and it wasn't totally 
diplomatic!) Also there will be an article 
by Mark Rerch responding to Ben's article 
and possibly to some of the other comments 
made against lis system and what he plans 
on changing. And there is a better than 
9 0% chance th^t we will debut two new 
systems for you to review. I'm going to 
try and twist Ben's arm to see if he can't 
give a review of these systems and how 
he'd play theiji. 

That's what I am aware of. Maybe you 
can come up with a system of your own. 
Who knows, it; might even be used in up- 
coming tournarfients and everyone can yell 
at you. If T was to try and make a sys- 
tem I'd try to do it keeping these 4 things 
in mind. 

1) There is nothing better than a win. 
(Remember, we ' re still talking about 
Diplomacy.) |f a player wins a game he 
has proven hiifiself to be a good diplomat, 
a grand strategist, and a bit lucky. 

But winning is what any game is all about 
and Diplomacy' is no different, so in my 
system winners would reap heavily most of 
the fruits. i 

2) I would try to make 2-way and 3-way 
draws attractive enough to be used as a 
tool by a good diplomat. Anything less 
than a 3-way would be scored very low. 

3) Second plfce finishes would get nothing. 
Whether you finish 2nd or 7th, you still 
lost. Not as badly, but nevertheless, 

you were one of the losers. 



4) Small (1,2,3 center) Powers, unless 
voted upon by the players would not auto- 
matically get a part of the draw. I 
realize that it is in direct violation 
of the rulebook, but time limits on games 
give call to different victory conditions. 
Maybe I'd have something like: "No Power 
may share in the draw unless he has a 
minimun of 50% the number of units as 
that of the largest Power on the board." 
I'm sure there's a flaw in that statement, 
but you get the idea. 

Anyway, that's what I'd try to in- 
corporate into a system that I would 
invent. How about you? 

Now I have a note on a different 
type of Diplomacy Tournament; a postal 
one . 

Robert Sergeant will be serving m 
the capacity of the Tournament Director. 
He won't be participating in the Tourna- 
ment as a player. Any questions you may 
have concerning the tournament after 
this short article should be directed to 
him. 

Everything is still up in the air 
as to how the tournament will be run. 
As it stands now it probably will be 
three rounds with staggered start times. 
Each player will be playing in three 
games and at no time will you be playing 
the same country twice. The fee is 
tentatively set at $20 for the entire 
tournament and it is planned to have 
cash awards to the winners. 

The games will be run by a variety 
of GM's and if you would be willing to 
run a set of games you should contact 
Bob. (It is requested that you at least 
have some experience in GMing before you 
ask tC GM a tournament game.) 

They will be q.uick games, probably 
on a three week basis until 1906 and on 
a two week schedule until 1910 when, for 
tournament purposes the game will be over. 
For Bpardman number rating purposes the 
games; will be continuing until ..completion. 

I understand that Mark Berch will be 
the Ombudsman for the tournament and that 
the Dragon's Tooth rating system (see DW 
#22) will be the rating system used for 
the tournament. I understand that there 
will be no standby's used (which I am in 
favor of since I am not a total believer 
in the need of standbys) . 

Anyway, that should be enough to wet 
your whistles. Anymore information and, 
hopefully, a final outline of the tourna- 
ment will be in your favorite zine and in 
the next issue of DW. 

Before I forget (which I already did) 
Bob's address is 3242 Lupine Drive, Indian 
apolis, IN 46224. 
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Mark's 



Mutterings 

Mark 3erch 

Judging by responses received by 
Jerry and myself, the "Talking Turkev" 
article was well received. There was 
just one complaint about the length, 
so the experiment must be considered a 
success. Several people suggested a 
series, with one such article per issue. 
I'm flattered. However, aside from the 
question of whether the expenditure of 
so much DW space is justified, that would 
entail a prohibitive amount of work. 
It's not just all of the writing.. There's 
a staggering amount of research necessary 
to dig out real examples. to illustrate 
points, to make sure that all the major 
choices have been covered. This often 
entails tediously going thru season after 
season to see if a nice clean alliance 
is operating, and how it turned out. If 
any of you out there want to try your 
hand, let me know and I'll be glad to 
help. But if you want to rise above the 
ordinary, expect to put some time in. 

One thing that you as an ordinary 
postal player can do to help, is to 
write a good end-game statement. That 
can provide insights that are unobtain- 
able just from looking at the printed 
orders. Also, it acts as a "flag", 
making it much easier to spot games with 
notable alliances or illustrative stabs. 
One way to make the writing of these 
easier is to compose it as the game is 
being played. 

Several people asked: "Why Turkey?" 
First, it was one of the countries that 
Gruen did not cover in his previous 
series ' . I figured Turkey to be the 
easiest country to organize the material 
for. Also, since I feel that most play- 
of-a-country articles spend too much 
time on the openings. I wanted a country 
where openings were (relatively) unim- 
portant. But the most compelling reason 
is that I suspect that most players (Lee 
Kendter Sr. aside) view Turkey as a dull 
country, requiring little imagination. 
I wanted to open peoples eyes! 

Richard Sharp's book, reviewed in 
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DW #22 is now on order, and I expect to 
receive the shipment by Labor Day. You 
can either send me a check for $13.00 
(Canadians please use a US currency 
money order or add 20%) or send me a 
self addressed stamped postcard, which 
I'll mail to you when the books arrive. 
Priority will be strictly first come 
first served basis in terms of my re- 
ceiving the check from you. Indeed, as 
of this writing over h of the order is 
already spoken for. (492 Naylor PI., 
Alexandria, VA 22304) 

In the review itself, there was a 
typesetting error. Switch column 2 of 
page 29 with the top 70% (i.e. thru "... 
Italy, that") of column 1 of page 30. 
Please note that while the book has 
some significant flaws, I strongly 
recommend it to anyone who enjoys read- 
ing a well written dippy article. 

Regrettably I must conclude on an 
unpleasant note. Some of you have 
received a sample copy of Bernie 
Oaklyn's Front de Liberation du Diplo - 
macy with an invitation to play in a 
regular or variant game. I strongly 
urge you to decline, because the odds 
are that you will get burned. I have 
recently conducted an extensive inves- 
tigation, the results of which appear 
in #23 and #24 of my zine. There is no 
doubt whatsoever that Oaklyn is in fact 
Buddy Tretick. This conclusion is sup- 
ported by an avalanche of evidence, 
some of which was (inadvertantly) 
supplied by Oaklyn. In contrast, 
Oaklyn has never supplied a Xerox of 
a Birth Certificate or driver's license 
which could resolve the matter. 

Tretick was active in the late 
60 's and early 70 's. His accusers 
ranged across the entire hobby; he had 
few if any defenders. His misdeeds 
included falsification 6f players orders, 
playing in his own games, having his 
pre-teen son in his games, dropping some 
games while starting others, repeated 
selective failures to receive orders or 
mail zines, etc. It's a gruesome story. 
He left the hobby in complete disgrace. 
In Feb. 1978- he. resumed publication of 
his La Guerre , later changing the name 
to FLD . 

Perhaps you ask: "Aren't people 
entitled to a second chance? Can't 
they change?" Yes, indeed. Only Tretick 
has not. His first game as "Oaklyn" was 
1978AY (1978XX). This game had as a 
player his own son James Alan (the former 
James Alan Tretick, who was in 1972DM) . 
Of course, with the different name and 
with Alan denying any relationship with 
Oaklyn (in spite of proof to the con- 
trary) the truth was obscured. The 



game had 3 players who actually lived 
i|n the same house. Oaklyn obscured that 
fact by having 2 of them receive mail 
c/o other people. He printed 2 totally 
different mutually contradictory versions 
cj'f Ron Kelly's participation in the game, 
finally, Jack Frost claims that material 
c-oming from two players in that game was 
vfritten in "the same typewriter and 
Scrawl used by Buddy-Bernie" , and that 
Bernie admitted to it. 

There are other scandals as well, 
but this should suffice. Some have 
suggested that he be expelled from all 
cff his games. I do not agree - expulsion 
is not justified unless he has violated 
the Houserules of the zine (e.g. by 
playing under an alias) and would be 
unfair to other players. But new games 
are a different matter. Before you GM's 
4llow "Oaklyn" into a new game or as a 
Standby, ask yourself if you really want 
Someone in your game who has so besmirched 
tjhe good name of the hobby. 

((When I started to publish DIPLOMACY 
WORLD I was really going to try to 
avoid any articles or statements 
that were negatively directed towards 
any individual in the hobby. But 
because of the possibility that there 
maybe a chance that you might run 
into a problem with Mr. Oaklyn ' s 
games I felt it necessary to include 
all of Mark's article. 

; ((I have written to Mr. Oaklyn allow- 

ing him to respond to Mark's article 
[ and/or any of the other allegations 
; that have been leveled against him. 

It is hoped that we may have some- 
is thing in DW next issue from him. 

■ ( (My personal opinion of the matter 
i is that when a publisher of a hobby 
i zine is acting as a negative in- 
fluence on the hobby by not running 
? his game in an acceptable fashion 
; or when he takes money from subscrib- 
ers and players without giving them 
5 what they paid for it is the obliga- 
; tion of the hobby members to warn 
;! one another about the potential pro- 
blem. As a Game Master I don't feel 
it is right that you remove a player 
: j from a game, unless he violates your 
house rules but if you feel that he 
; is a negative influence on the hobby 
I your best recourse would be to not 
allow him any further games. If 
a player can't get into a game and 
if a publisher has no subscribers 
for all intents and purposes he is 
out of the hobby.) ) 



Mow To Run 



A Diplomacy 



Party 



TRSD C. DAVIS .TP . 

So you want to host a FTP game? 0. 
what do you do? The first thing is to 
invite at least six friends for a time 
when they all can make it. As a pract 
ical matter,, you should invite more th 
six people, as someone will almost in- 
variably cancel out for the most unex- 
pected reasons. If you actually get 
seven live players showing up, you can 
always be the GameHaster, which is 
sometimes more interesting than being 
a player. 

Alternately, you could be prepare 
in advance to play some variants re- 
quiring different numbers players, 
depending on the number of people who 
appear. For example, the Cline varian 
and "18 85" arei 9 -man games. Swiss Dip 
II is an 8-player game which can be 
played on a Regular board with only mi 
modifications, using an acetate sheet 
and a grease pencil. There are five a 
six-man games listed in the Rulebook, 
dropping Germany and Italy, or, alter- 
nately, Russia and Turkey. Also, Lew 
Pulsipher's "1938" and "1939" (virtual 
identical) are good 5-man games for no 
vice players . 

The best time for starting a game 
depends on your life-style. Saturday 
night is great if you tend to have lat 
parties. If you're married and settle 
down, a Sunday afternoon may be best. 
Whatever the time, emphasize to your 
guests that they should show up on tim 
Whatever may be fashionable about arri 
ing late at a party, there are few thi 
more maddening than to have the sevent 
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Dippy player show up an hour late, in 
view of the length of the game. I've 
heard of cases where a Diplomacy board 
has been left set up from one Saturday 
night to the next, in order to have all 
the olayers come back to the same house 
to finish the game, -but as a general 
rule, your guests will want to end the 
game on the day that it was started. 
So, allow yourself enough time to get 
in at least four hours o f play. 

We have: started games at 2 p.m., 
played until 6:30, broken for dinner, and 
then continued afterwards. On other oc- 
cations, we have ended the game at a 
specific time limit, such as 7 p.m., 
and then most of us have gone out to 
dinner somewhere afterwards. It seems 
to work out better the second way. 
People can enjoy their dinner more if 
the game has ended. One of the fun 
things about , Diplomacy is the after- 
game critique, when players can discuss 
their various moves, and, in effect re- 
fight the war. 

Don't hesitate to invite married 
or steady couples. There is no guaran- 
tee that husbands and wives will auto- 
matically ally, as my wife reminds me 
of from time to time. Ability to play 
Diplomacy is not restricted to gender, 
especially when the women realize that 
Dippy is not really a "war game i " What 
you can do is make several other games 
available on a separate table for any- 
one who would prefer to play something 
other than Diplomacy. I'd suggest al- 
ways having Monopoly and Scrabble on 
hand, and also putting out a few other 
suitable games from your collection. 

You will need to check your supplies 
a day before the game to make sure that 
you have the following items on hand: 

* At least seven small spiral notebooks 
for order writing. If you can get them 
in different colors, so much the better, 
so that they can be distinguished in the 
event of being misplaced. 

* Lots of. ball point pens. You'd be 
surprised as to just how many people 
will show up to Dippy games without 
pens or pencils. 

* Plenty of conference maps. Either 
order additional copies from Avalon 
will, or make photocopies. If you are 
running a variant, make sure that you 
have photocopies for everyone. 

* Name tags. This is vital. Instead 
of putting peoples' names on the tags, 
make them up in advance, showing the 
names of the major powers (Austria, 
England, etc.) If you have a lot of 
colored pens or pencils make them up 
in the national colors, such as green 



for Italy, red for Austria. Use red 
for Russia, too. Everyone associates 
red with Russia anyway. When countries 
are selected, players wear the proper 
tags, and it helps with ' identification. 

* An extra Dippy board. If you own a 
second set, leave it set up in some other 
room. This will enable players to com- 
municate their ideas more easily to 
each other, as they move the pieces a- 
round. If you don't have an extra set, 
ask one of the other players who owns 
one to bring his along. 

* Enough chairs. You will want to have 
seven chairs around the playing table. 
Even though people will be walking 
around most of the time, everybody will 
gather round for the reading of the 
orders and the adjudications of the 
moves. If you have the space, it's 
better to set up the Diplomacy board 
on a dining room or basement table rather 
than on a coffee or bridge table in the 
living room. Borrow some folding chairs 
if you don't have any. 

* Rule Books. Be sure to have at least 
one copy of either the 1971 or 1976 
Pule Book out. (They are identical for 
all intents and purposes). If you're, 
going to have any novice players, you 
might consider buying a second copy. 
Try to have any novices arrive half an 
hour early, so you can give them some 

lessons, and give them time to read the 
rules. 

* House Rules. If you have any special 
local rules, make carbon or Xerox copies 
for all concerned. For example, you 
might want to specify that the orders 
will be read in turn by the various 
players, in either circular or alpha- 
betical order. In my FTF games, I 
announce that I permit the "Coastal 
Crawl" . I have an alternate board that 
we use in some of my FTF games, on which 
there is a 35th Supply Center, Morocco 
(made out of the western half of Worth 
Africa) , and a few extra spaces, like 
Sicily, South Atlantic Ocean and Arch- 
angel. There is also a Southern Med- 
iterranean space, which is on a section 
of cardboard that attaches to the bottom 
of the board. When this board is used, 
my House Rules explain how these changes 
affect the game. (e.g. Russia can build 
Fleets in Archangel, providing she owns 
St. Petersburg) . I feel that these minor 
changes are an improvement on the origin- 
al game. 

* A Timer. This is important. A kitchen 
time with a loud bell is best. You 
usually allow 30 minutes for the first 
move, and 15 minutes for subsequent moves, 
but if everybody seems ready earlier, 
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cjon't hesitate to save time by calling 
^or orders early. When the bell goes 
off , be strict about calling for the 
orders immediately. 

4 Clipboard. If you are going to be 
the GM, be sure to have a clipboard for 
4asy writing of any records you may be 
keeping . As a player, I'd advise you 
to keep your conference map and note- 
book on a clipboard. You can't be ex- 
pected to buy clipboards for all of the 
cither players, but you can suggest to 
them that they bring their own. Many 
people keep a clipboard in their cars 
anyway . 

I think it is obvious from the 
4bove that Diplomacy is not a game you 
w,ant to play in an efficiency apartment. 
if you don't have four rooms at your 
command (one for the board, one for re- 
freshments' and two for "diploming") , 
consider hosting the game at someone 
else's house. Alternately, you can try 
playing the "Wobdrow Wilson" variant, 
■fhis is the Regular game, only everyone 
ifemains at the table, and all agree- 
ments are "open covenants, openly arrived 
at. " 

As to refreshments, this also 
pretty much depends on your life- 
style. Assuming you're over 18, you'll 
want to make at least wine, soft drinks 
and munchies available. Wine is most 
Economical in gallon jugs. Serve both 
ifed and white. If you have beer drinkers 
coming, lay in some six-packs. Advise 
the players that they're welcome to 
EjYOB or bring additional refreshments, 
|f thev wish. 

One thing you aon't want to do is 
to have so much "sauce" around that 
everyone gets bombed. Dippy is no fun 
iff everyone gets sloshed. You can get 
sloshed afterwardsl This is why I'd 
ifecommend nothing stronger than beer 
and wine. Remember, Dippy is a very 
long game. 

j If the lady of the house is willing 
ifo prepare a buffet spread for after 
ifhe game, fine. I once played in a game 
at which the host simultaneously played 
(|ermany and cooked dinner, and won! 
however, we've found that it's a lot 
^jasier on the players and the poeket- 
kfook if everyone goes out for dinner 
ajfterwards, assuming that you've been 
flaying an afternoon game. We're for- 
tunate in that we have three steak 
Houses, a Chinese restaurant, and six 
f^ast food joints within a few miles of 
us. 

The question of how to end the game 
Should be settled before you begin. You 
s^hould always try to play to at least 



Fall 1906, but the longer you can keep 
going, the better. If there is going 1 
be an arbitrary time limit, set it at 
once, put finish whatever move you're 
in the! middle of when the time comes. 
Always; try to end up on a Fall or Wintf 
season'. One artificial note that's in- 
troduced by time limits is that some 
playerjs will make wild stabs on the las 
move, knowing that there can be no re- 
taliation. The only defense I can 
suggest, other than never leaving your- 
self wide open, is to try to arrange ar 
order of finish before that last move 
is madie. 

I; consider the negotiations to 
decide! who or which side has "won" to 
be one! of the most interesting parts oi 
the FTF game. When an Austrian player 
with jiust 11 units on the board can pei 
suade the other players to agree that 
he has! won, you know that you've met a 
real diplomat. You'll rarely see an li 
unit Rulebook victory in a FTF game. 
The lajter it gets, the more willing the 
playerjs will be to settle for a draw oi 
a joirtt victory between two allies. Ii 
my gairies, whatever arrangement the play 
can unanimously agree to is legal. As 
the hoist, you may have slightly more 
input ithan the others on how the game i 
to be iconcluded. Use your ingenuity tc 
point but why a particular Power, or 
group jof Powers, is inevitably going tc 
win, iGood luck! 
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NOTICE! 

Effective January, 1980 the subscrip- 
tion rate for DIPLOMACY WORLD will 
be increased to $5.00 a year (four 
issue*) for subscribers in the U.S. 
$6 . 00 elsewhere. Foreign subscribers 
wishiiig to receive DW by Air Mail 
will lie charged an extra $3.00. All 
funds must be in U.S. currency. 
Sorry, | but this is due to cost in- 
creases. 



BACK ISSUES of DW are available for 
issue* 2-4 (75C) 7-11, 13-20 ($1.25 
each) | from Walter Buchanan, R. R. #3, 
Box 324, Lebanon, Indiana 46052. 

Issued 21, 22 ($1.25 each) are a- 
vailaple from Jerry Jones. 

THANX 



Not all of ;us were able to attend this 
year's nipCon. Steve McLendon was one of 
the fortunate] ones who attended. Here 
is a brief capsule summary of his trip 
so you can get an idea of what we missed. 

My 

Summer 

Vacation 

Steve McLendon 

It is the main event. It is a time 
for the gathering of the Diplomatic clan - 
the famous, 4nd the infamous; the experts 
and the novices; the knives and the backs. 
This was DipCfon, and a time to apply the 
face to the voice or letter, a time to 
meet new faces and to renew old friend- 
ships. ! ; 

I had missed three DipCons in a row, 
my last being| in 197 5, so I started making 
plans early io attend this one. Pennsly- 
variia is indeed a fer piece from Texas, 
so Connye and I just decided to plan our 
entire vacation around it. 

DipCon Was to be a part of Origins, 
and the whole shebang was held at Wid- 
ener College,;; located in some hole-in- 
the wall town called Chester, just out- 
side of Philadelphia, -We got there a 
day early as ;I figured it may take awhile 
to find our Way around and become familiar 
with the place. I was right. 

On Friday the convention began in 
earnest. The^ exhibit hall opened and some 
of the other "tournaments got underway. 
The college dampus was fairly spread out 
and the events were located in various 
buildings. Skat registration and most of 
the tournament sites and the dorms were 
centrally located. The exhibit hall, 
however, was way across campus and one 
had to eithec drive or take a 20 minute 
walk to get tb it. I gueea the reason 
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for this was that the campus gymnasium 
was the only building large enough to 
accomodate all of the exhibits. All 
things considered, this arrangement 
worked out fairly well. 

Friday afternoon Bob Sergeant 
arrived and he and I met at the exhibit 
hall. Here was a place you could spend 
hours and hours and never get bored. 
Barnes galore and miniatures all over the 
place! 

Wandering around the exhibit hall 
we ran into Dave Crockett, and I met him 
for the first time although he and I 
had talked on the phone on numerous 
occasions. We also ran across Walter 
Blank and Mike Rocamora. Already the 
trip was beginning to pay off. 

That evening Bob and I went back 
to his dorm and We really started running 
into familiar nairtes - Fred Hyatt, Lee 
Kendter Sr. & Jr.i, Jim Yerkey, Vernon 
Schaller, Matt Rc-swurm, Jack Brawner, 
and John Boyer - ito name but a few. 
Board games were ;going on everywhere you 
looked. If you had a' particular game 
you wanted to play, there was certainly 
no trouble in finding playing partners. 

That evening^ a bunch of us got to- 
gether and playeq a game of Fred Hyatt's 
Colonia V. Myself, Bob Sergeant, John 
Boyer, Lee Kendte|r Sr. & Jr., Phil Cooper, 
Karl Schutez , Bruce Linsey, Jim Yerkey, 
and Vernon Schaller were all involved 
with Fred acting las gamesmaster and Jack 
Brawner acting as; Kibitzer-at-large. 
Stabs and counter;-stabs were in abundant 
supply even between the closest of friends 
as a grand time was had by all. At con- 
ventions of this sort the extracurricular 
activities are uslually the' most fun and 
this one was certainly no exception. 
Now that I look black on it, for me this 
was the highlight of the entire weekend. 

The next morlning, Saturday, the Dip- 
lomacy Tournament; began. It was to be a 
3 -round affair with two rounds scheduled 
for that day with; the final round on 
Sunday. What a gathering we hadl In 
addition to the dames previously mentioned, 
I met Mark Berch for the first time, and 
Rod Walker, Fred Davis, Eric Verheiden, 
Robert Sacks, Cal; White, John Kador, Scott 
Marley, and Roy Sfnith. Also around at 
some time or another, whom I didn't get 
a chance to meet,! were John Boardman 
and Dennis Agostal. Noticeable absent, and 
it is a pity, were Walt Bubhanan, Doug 
Beyerlein and (sib) Jerry Jones. Maybe 
next year in Michigan. 

The tournament began. If you've 
never been to one! of these things, played 
FTF with about ten other games going on 
at the same time,; you're really missing 



an experience. What fun! The games _ 
were spread out among two or three diff- 
erent rooms. I got a kick out of 
wandering from my own game (when time 
permitted) to the others to see how they 
were going. The first round was really 
the most enjoyable for me, as I met two 
particularly interesting individuals, 
Brain Alden and Larry Boudin. We had a 
great game and I really enjoyed playing 
with these fellows. 

And that's what these things are all 
about - meeting new people, forming new 
friendships, seeing old friends, playing 
games and just having a general all 
around good time; win or lose. And it 
puts the cherry on the top to have guys 
like John Boyer and his able assistants 
around to keep the tournament organized 
and running smoothly. I do not regret 
one iota making the long trip from Texas 
to Pennsylvania to participate in this, 
the hobby's showpiece. And I already 
look forward to next year in Michigan. 



Mark Berch was one of John Boyer ' s 
assistants during the DipCon tournament. 
Ke will now give us some of his 



First Impressions 



"OK, everybody get in a line and 
fill out these cards. Indicate if you 
have a set... gee, that's a familiar 
address. It seems like I've been 
sending you orders for decades ... let 
me explain the scoring system. Each 
game is worth 60 points. .. (blah, blah, 
blah)... Any questions? Two people get- 
ting to the winning 12? If they tie, 
they alone draw. If not, then the guy 
with 13 wins and the guy with 12 weeps. . . 
(dozens of names read out, many mangled 
horribly) .. .we 've got 5 people left over. 
We'll wait 10 minutes for someone else... 
Yes, a F Lyo can support F Gas-Spa (nc). 
Because F Lyo can move to Spain. Yes, 
I'm quite sure about that... "A" Aeg-Ion. 
We'll allow that but please label your 
units better where are you guys? S03? 
You should "be in S04, you'll have to 
pick up the pace... This is your first 



tournament? Your first Dippy game? 
I didn't do well in my first game eit 
No, a dislodged unit can't ever give 
support. .. Somebody is threatening to 
throw the game to the leader unless y 
do something you don't want to do? F 
fectly ethical. That's your problem. 
I know your board started relatively 
late, but you haven't done any catch j 
up at all... Yes, you can retreat a fl 
off the board. . .Someone has to leave 
you want his position to be taken ovt 
by an eliminated player? I don't thi 
that's a good idea. No one objects!? 
Well, let me consult with John and Rc 
(it was permitted) .. .Yes 1907 is toe 
early, but that's all we have time fc 
Yes, you can both give and receive su 
port in the season. . .This board is tc 
far behind. All negotiations must er 
at 1:05 PM, with 2 minutes to write 
orders. I'll be back to check.... We' 
put Russia into CD. Its permanent oi 
are... If you want to move your game r 
door, it's a lot cooler there... Yes, 
know A Rum-Bud would be idiotic, but 
wrote "A Rum- Bui and that could mean 
or Bui so we can't allow it... You ha\ 
to actually dislodge a fleet to disri 
a convoy. No, the fact that you've i 
played it that way won't matter... No, 
won't give out any scores after the 1 
two rounds. . . (complaint, complaint) . , 
(confer, conf er ) . . . OK , we will give c 
the best-country-so-far-numbers. . . (mc 
complaints) ... alright, no f igures, pe 
iod:.. We've got the six winners for 1 
Top, Board, where is the last guy. Sc 
body check the hall for him. . .No, we 
can't wait, where ' s the 8th ranked 
guy; put him in. . .The score sheet was 
filled out wrong and you really had : 
centers, not 10? And you can prove : 
Yes, that cost you best Italy but thf 
nothing we can do about it, the resul 
are already turned in to the Origins 
people. . .WHAT? We don't have any $$: 
left over... see you guys next year, 
be I'll just play then... 

# # # 

( (Where have I heard most of those b< 
fore? Mark, forget about getting aw; 
from some of those questions by just 
playing. You'll' still get asked. 
({For a future article in DW, it wou! 
not be a bad idea to talk about some 
of the rules for Diplomacy. While 
most of the postal players are famil: 
with the rules from "daily" playing, 
would be suprised at some of the rule 
interpretations made at conventions b< 
those who do not play the game on a 
regular basis .) ) 




DipCon Photo Album 







John Boyer (L) and Mark Berch (R) discuss 
the tournament rules. 





Rod Walker (R) has just informed Fred 
Davis (L) that the rules committee 
decided not to use one of Fred's 
variant designs on the Top Board. 




Looks like someone has just told Karl 
Schuetz- how I play Turkey. Vern Schaller 
just stares in disbelief. 





Here Mark Berch records the negotiaions 
between two of the players on the Top 
Board. 




© 



Eric Verheideh and Robert Sacks held the 
first DipCon look-alike contest. It end- 
ed in a draw when it was decided that 
neither one looked like the other. 



Cal White (center) shows what the best 
dressed Dip player is wearing this year. 
It would appear that Cal lost his shirt 
in the firs? round. That's Scott Marley 
on the extreme left and sitting to his 
left is Eric Verheiden. 



Jbhn Kador (left) is just corapleti 
making his first payment to Karl £ 
fbr his support into Belgium. 




Mark Berch was on hand to give a five hour 
discussion on the advantages of A Con-Bui. 




Steve McLendon is trying 
to remind himself there's 
"Always Michigan next yec 



Photos by John Kador, Scott Marley and 
Steve McLendon. 



Beware of English 



Bearing Gifts 



A REPLY TO LELAND HARMON 
MARK BERCH 

Writing a full scale diplomatic 
puzzle, as Nicky Palmer did in DW #17 
and Leland Harmon did in #22 is very 
difficult to do. I tried it once a 
little while back, setting out the 
board situation and sketching out some 
letters and a series of questions. I 
picked it up about a month later and 
pretended I was a DW reader. I did 
quite poorly. Why should I design a 
puzzle that makes me look bad even to 
myself? It is much harder to create 
such a puzzle than to criticize it 
which, alas, is what I'm about to do. 

Altho I agree with the great major- 
ity of what he says, especially his 
evaluations of A and F, I differ on 
his reaction to the English letter, and 
I do not think that his plan should be 
accepted. You might want to have a 
look at it to refresh your memory. This 
letter is just too good to be true. 

You are a brand new German player, 
haven't even written the others, and yet 
England suggests moves which unnecessarily 
expose himself to a German stab, and will 
provoke France without gaining even one 
French center. 

Note F Swe-Bot. This exposes Eng- 
land to the hasty F Bal C A Ber-Swe! 

England cannot retake Swe if G chooses 
to defend With F Bal S A Swe. If the 
move to StP s had failed, and E still wants 
to support himself into StP, F Nth may 
have to be detailed to cover Nwy be- 
cause of the risk of A Swe-Nwy,' F Bal- 
Swe! Or, Germany may delay his convoy 
until Fall. Further this risk is quite 
unnecessary for two reasons: 1) Russia 
is unlikely to block with A Mos-StP, so 
support should be unneeded. R has no 
future in the north. Besides, R wrote 
y_ou that he would not contest StP. 
Surely he told E that too, or is willing 
to let E know it by not keeping it a 
secret. 2) If he wants support, he can 
have it without risking a G stab: F Nwy- 
Bar; F Nth C A Yor-Nwy. 




England also proposes to reverse his 
western previous stance, attack France 
with limited force and little prospect 
of taking a center in '03. Pressing the 
attack in '04 will require some German 
help, which may well not be forth coming 
if G sends his armies south in force. 

In short, I would view the letter 
as almost certainly insincere. Accord- 
ingly, Harmon's advice to "stick with 
England and pray" is just not realistic. 

Leland provided for a phone call. 
This should go to England, gently re- 
jecting his offer. Counter by offering 
him support to Belgium. 1 Ask nothing 
specific in return, other than that he 
stick with F Lon-Eng. Remember, your 
goal is to offer him an attractive 
alternative to the E-F alliance. 

Doubtless E will ask you why 
you're turning down Bel. This is the 
time to turn on the charm! Your prin- 
ciple reason is that while a center is 
nice, and you'd like it back eventually, 
gaining an appreciative ally is much 
more useful. Make it clear that you 
have no intention of fighting Austria 
all out 'til you have seen that you have 
a western ally, and that France looks 
like he's allied with Austria. Support- 
ing a neighbor into a center is a 
classic way of starting an alliance. 

Toss in other reasons as well. 
Supporting E is no skin off your back 
because A Hoi S A Mun-Ruh is likely to 
be cut by A Bel or the non-allied Eng- 
lish, so why do it? You expect one 
build "from the east" and a second is 
not r Qaiiy essential. Further, you 
might not even have 2 home centers open 
for a build. Evidence of E-G cooperation 
should be of some encouragement to Italy. 

Some of these reasons ought to hit 
home - after all, every one is at least 
partially true! England will be able to 
add a few reasons of his own. After 
all, a F '03 stab of G is still quite 
possible, with A Bur S ENG A Bel-Ruh, 
plus French re-entry into Bel, and 
picking off Den from an unprepared 
Germany. 

Also, Leland thinks that France is 
certainly offering Hoi to E but I per- 
sonally doubt it! France could say to 
England: "Look, you're probably getting 
both Den (I can cut support from Kiel 
with A Hol-Kie if need be) and StP. I 
get just Rome, and 6nly if that shifty 
Austrian helps me, which he really does 
not have to do. And since I probably 
ought to do F Lyo-Tyr to foil AUS F Tyr 
S A Rom-Tus, I risk losing Lyon. So I 
need the center much more than you do. 
I need to be certain I can build F Mar. 



Do you really need three builds?" Note 
that three builds is entirely feasable 
for E against an' unprepared G, as he 
convoys (with support) into Den in the 
Spring and takes Bel and StP in the Fall 
(tho the latter can be delayed). With 
Hoi and Den secure, he has the inside 
track to Kiel and with F Swe-Bal in S04, 
Ber as well. France must content himself 
with Mun and may have to fight Aus for 
lit. Finally, note that even if France 
is offering England Holland, my logic 
holds. You must offer England something 
substantial to get him to turn down such 
an offer from France. 

When it comes to writing orders, 
again, even if E has accepted your phone 
call, there's a good chance he'll stab 
anyway. But will he use his F Nth in 
the Den or Bel sector?? The later is a 
little more likely, methinks. F Swe 
kill probably have to stay put to avoid 
losing Swe - after all, he has tempted 
G by announcing his departure to Bot. 
You'll have to take some risks here, 
but these risks are justifiable in 
light of the good position you'll get 
if things turn out OK. 

A Hoi S ENG A Yor; F Nth- Bel is 
indicated unless E turns down your 
telephone offer, in which case A Hoi S 
A Mun-Ruh. 

Also, A Mun-Ruh, A Sil-Mun, A War- 
Gal, F Bal C A Ber-Den! If you are cer- 
tain of English help, you might gamble 
with A Sil-Boh. Kiel is left open for 
a retreat. If the convoy to Den succeeds 
your position is quite strong against B/F 
even tho you lost Hoi. Den cannot be 
taken in F03 and indeed, if F Nwy-StP 
succeeds England must guess correctly to 
keep you from taking Sweden. 

If he has cooperated by taking Bel, 
he is less likely to stab in F03 as Den 
is. now out of reach. Explain that you 
said you'd cover Den but you didn't say 
how. Point out that G has no fleet 
bordering the Nth Sea. 

Note that only one unit has been 
sent South. This is an acceptable risk. 
Your immediate problem is E-F; Austria 
is more of a long term problem. You must 
graphically serve notice on E/F that you 
will not seriously contest Austria unless 
you have an ally up north. Your most 
serious "threat" to F and E is to allow 
Aus to grow unchecked. Don't throw 
that asset away until you see some evi- 
dence of good faith! 

Finally, the southeast is not quite 
as grim as Harmon makes it out to be. I 
agree that Aus will stab T in F03. But 
you have a potent weapon - Austria's 
letter to you asking that you not attack 



R in S03. Send this letter to Turkey 
Altho passing letters should be done \ 
great caution, you have a valid reasoi 
To explain to T why you didn't do as 1 
asked. Since T seems a little slow, 
spell it out to him: 

"Altho I would have liked to partic: 
in the T-A-G attack on Russia, I did i 
because Austria's letter to me (see ei 
closed) indicated that he had a very 
different idea. While your plan and 1 
plan would both give me Mos in F03, h: 
plan would render your S03 attack on 
Sev utterly pointless. From this I cc 
eluded that Austria does not want you 
to take Sev (since he asked me not to 
A War-Mos) , and thus you will be stabl 
in F03..." There is a good chance th; 
Turkey will buy this reasoning becaus< 
1) You've shown him the letter and 2) 
he knows that, with no German help, h< 
can't take Sev at all. 

Finally, Italy should take heart 
when he sees that 1) his enemy F has 
been attacked by E/G, 2) G is now fr« 
to move on A, and began to do so with 
A War-Gal. 

I'm not saying that my moves are 
better than Leland's. But I think the 
England's offer is unlikely to be sine 
and G should keep his eyes north in S( 



A Plea for Parity 



LELAND HARMON 

Mark Berch raises some interesting 
and valid questions in his article. Anc 
why not? This would be a very dull 
hobby if everyone were able to agree on 
tactics. Even in such a booked up 
hobby as Chess, there are preferences 
of playing styles among contestents. 

Mark sent a copy of his article to 
me, and asked if I would comment. It so 
happens I DO feel comoelled to defend my 
analysis! I will do what I can to ex- 
plain my reasoning. 

1) Mark feels that France is very un- 
likely to support England into Belgium. 
His logic is that France should be com- 
plaining about his lack of power in the 




South; England ' s possible three builds 
stand out harshly against his unlikely- 
capture of Rome. 

Mark has a valid point. However, 
I still hold by my irrelevent statement 
that it is England who will take Holland 
in the case olf an E/F alliance, and that 
France is. surely now writing England 
offering suppjort. My logic is as follows: 

I think it is agreed that England 
and Germany viere formerly allied, and 
that France j^s now in the process of 
upsetting this alliance, attempting to 
3(1 e of the standby. How- 
would be foolish to ex- 
ility! He must recognize 



take advantag 
ever, France 
pect full par 



that England 
realize that 



is in demand. 



He must 



the new German player will 



surely come to terms with Russia,. and 
turn to face the western crisis. Russia 
is undoubtedly a good diplomat; he will 
be able to talk his way into a peace 
arrangement 4ith Germany when it is 
surely in Germany's best interest to 
protect his Western border. 

Germany '|'s armies cannot attack 
England; however, they may prove very 
tempting to England in the way of an 
anti-French 4 ovem e n t. And Germany 
should surelyj be writing England immed- 
iately offering just that. England 
has the choice between Germany and 
France as an ally, and the fact that 
neither party can easily attack Eng- 
land enhance! his freedom of choice. 
His build of ]F Lon overemphasises this 
point, and should prove humbling to 
France. :j 



Second, 



it appears to me as if 



England should not go for all three 
centers. If his F Nwy is used to take 
StP, he has rjo assurance whatsoever of 
getting both: Den and Hoi, let alone 
StP. For thg.t matter, there is no 
hurry in taking StP anyway if England 
has no alliance with' Germany so as to 
press the attack further. The only 
way E/F can be sure of both Den and Hoi 
in 1903 is w|th an English p Nwy-Ska in 
the Spring. jThe primary objective of 
their alliance must be Germany's liquid- 
ation, j 

If France obtains Rome as expected 
(and Eng land i| claims Denmark and convoys 
to Holland) , 1 there will then be a 7-7 
ratio betweefi the two countries . He 
had better. not complain. .. suggesting an 
8-6 or even B-7 ratio may net an Anglo- 
German alliance immediately.. Moreover, 
his presence! in Belgium in the first 
place is wit|i English consent! 

2) Mark suggests that Germany has a 
powerful weapon in his letter from Aus; 
that sending! it to Turkey may prove 



effective. I feel that it is possible, 
but doubtful. Austria's letter does 
NOT suggest thay you refrain from at- 
tacking Russia. What it suggests is 
that you set up a guaranteed capture of 
Mos for the Fall. It is unlikely that . 
Austria has sent Turkey a detailed plan 
concerning Sev, when he is trying to set 
up a stab. Rather, in his correspondence 
to Turkey, he will simply assume an 
understanding that Sev belongs to Turkey. 
It is doubtful that Turkey's passive, 
devil-may-care attitude will permit a 
questioning of Austria's sincerity. 
After all, Austria IS attacking Russia 
still, and Sev IS the next step in 
Russia's funeral procession. 

Turkey will read the letter, see 
that Austria is moving to Ukr as promised 
and that Sev is a pushover in the Fall, 
and be quite content. 

3) Mark protests that England's letter' 
is completely fraud, and that Germany, 
in his phone conversation with England 
should refuse the plan and offer support 
into Belgium. Here I must concede and 
say that Mark is completely corredt. 
His flawless intuition requires no elab- 
oration. 

However, he goes on to say that one 
army moving vs. Austria is proper. This 
choice must be concluded as purely per- 
sonal preference. One army will not 
take a center, but will only succeed 
in snaring a game-long enemy because you 
have likely delayed Austria's planned 
attack on Turkey. 

The situation in the South is a 
ticklish subject; Germany is unlikely to 
have a Turk ally until Austria's stab is 
actually fulfilled, and yet to allow Aus 
to dominate the South beyond question is 
no solution either. In regards to the 
actual orders, I cannot argue with Mark's 
defensive decision toward England. I, 
myself, am of the "all or nothing" sort, 
and if I see a glimmer of hope, I will 
risk all to reach it. Here, that glim- 
mer is ONLY in the possibility of Eng- 
land remaining loyal; once that is de- 
cided, my preposed moves were based upon 
the assumption that he would. Perhaps 
the majority would agree with Mark. . .1 
cannot hide the fact that the puzzle 
was rated according to my own values 
and experience. 

In conclusion, I feel compelled to 
thank Mark for an interesting discussion 
that, I am sure, has benefited not only 
me . 



Some Impressions of 



"The Game of Diplomacy * 



I was pleased that my Diplomacy 
Games and Variants booklet was pub- 
lished a few days before Rod Walker's 
Gamers Guide to Diplomacy , but we've 
Both been "one-upped" by publication, 
In January, of a hardcover book about 
Diplomacy by Richard Sharp: The Game 
qjf Diplomacy . It is a typical hard- 
bound book with attractive dustjacket 
and large print; with 150 pages of 
tfext it runs to twice as many words 
as the Guide . The dustjacket states 
ihat the "price in UK only" is E.7.50 
(over 15 dollars) . 

i The chapters are: Fundamentals, 
"The Smyler with the Knyf under the 
Cloke", More about tactics, one chap- 
ter on each country. Introduction 
to Postal Diplomacy, Vive la Dif- 
ference^ and Variants. The sections 
about playing the game, particularly 
about individual countries, make 
fascinating contrast with Rod Walker's 
treatment; one can see that great scope 
remains for careful studies of stra- 
tegy, though most articles in fanzines 
are unlikely to say anything one 
can't find in Guide and Game . The 
prospects for a novice player now 
cfontrast sharply with prospects 10 
years ago. When I started to play 
It was hard to find ftf opponents-- 
Ij had won two postal games before 
I; ever played a 7-person game ftf — 
ajnd articles about play were virtually 
rijon-existent. Now novices have DW, 
Mark Berch's zine, Walker, and (if 
they can afford it) Sharp to turn 
to for advice, and ftf opponents 
aire often easy to find. 

The best chapter is Difference, 
which amusingly describes many of 
the ploys, hoaxes, forgeries, and 
dither unusual incidents of postal 
play. While most of it won't apply 
to ftf games ftf players should 
sjtill find it stimulating. The 
worst chapter is the last, 



on variants. Sharp reputedly dislikes 
variants except his own, but the chapte 
belies that reputation. Nonetheless, t 
are many inaccuracies of fact and pecu] 
opinions about games, and Sharp indulge 
yankophobia when he maligns "mad Americ 
who threaten legal proceedings against 
one who so much as mentions" any variar. 
they have designed. I know virtually a 
American variant designers but I've nev 
heard of anything like this. Rod Walks 
Dick Vedder, John Leeder, and other top 
designers are dismissed or ignored altc 
though at least Fred Davis receives his 
There is no advice on the differences fc 
ftf and postal variant play, either. £ 
least there is_ a 13 page discussion of 
variants, however uneven. 

Surprisingly, neither DG&V nor GGI 
are mentioned even though Game appeared 
six months later; perhaps there was a 
long delay between submission of manu- 
script and publication. Also, no credi 
or acknowledgement is given to Avalon H 
for their trademark: I wonder if the p 
lishers of this book paid AH for the us 
of the trademark, as the publishers of 
DG&V have done? This is a most interes 
ing question, for i_f Arthur Barker Ltd. 
have managed to get away with this, wit 
out facing legal action, then publisher 
of any Diplomacy material can ignore AH 
without fear of action, outside the US? 
at least. 

In general, Walker covers more top 
despite having fewer words to work with 
and he takes a more relaxed attitude tc 
ward varying styles of play. Sharp aiir 
at people who play the way he does, and 
calls anything else weak, though many 
people who play a "weak" style win pier 
of games. Sharp and VJalker are both ex 
cellent writers and experienced players 
of course. (I was amused that Sharp 
•claims on the dustjacket to be the 1974 
European Diplomacy champion. I think 
he must be laughing up his sleeve, sine 
this was the result of a single game (I 
told) at a Belgian minicon that year. 
"Champion" indeed...) 

I suppose that if you can afford 
to play many postal Diplomacy games, yo 
can afford to buy- the book. If you mus 
choose, though, Walker is a much better 
value for the money, though naturally 
Sharp's book is a better physical produ 
I hope British players will try to per- 
suade local libraries to buy Game , for 
first chapter more or less duplicates t 
rules of Diplomacy (not in so many word 
and game fans coming across it on libra 
shelves might become interested enough 
buy the game itself. 



The latest issue of EVERYTHING 
arrived a few weeks back and I thought 
that it would be a nice idea to list 
the winners (18 centers or voted con- 
cession) of the latest finished games. 
And that's what the list following 
these sentence's is. 

Out of 115 finished games (one 
. was rated irregular) 65 games ended 
with one winner. That's to say that 
over 55% of the completed games ended 
with the ultimate in Oippydom. To 
be frank, that's higher than I had 
expected but lower than I'd hoped 
for. Nevertheless it's not too bad. 
Here is a chart of the various out- 
comes and the percentage of the 
total games that they were the final 
outcome. 

Winner 65 57.20% 

2- player draw 16 14.80% 

3- player draw 17 14.96% 

4- player draw 10 8. 80S 

5- player draw 5 4.40% 

6- player draw 1 0.88% 

7- player draw 0 0.00% 

As for individual countries, 
as expected, Russia came out on top 
with 30% of the wins. Russia won 
two games for every one of her 
closest competitors. The biggest 
shock was poor ol' Germany. She 
won but two games out of 35. (Mark, 
looks like you'd better get to 
work! Seems like we need some in- 
sight to Germany.) Here is a chart 
of the individual Powers and the 
percentage of wins that they were in. 

Austria 7 games 10.24% 

England 10 games 15.40% 

France 9 games 13.86% 

Germany 2 games 3.08% 

Italy 7 games 10.24% 

Russia 20 games 30.80% 

Turkey 10 games 15.40% 

It seems that David Crockett 
won more games than Germany did. 
Dave is listed in EVERYTHING as 
having won six games. Two as Eng- 
land, two as France and two as Rus- 
sia. While most of us are happy with 
one win once and awhile, (note: 
14th name from the bottom of the 
list) Dave's got himself six in one 
issue! 

Anyway,: here are the names of 
the winners and if they are a sub- 
scriber to DW I have included with 
their copy of DW a Certificate so 
they can display their win. 
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ADAG 


T 


Kon i\exxy 


Moravian Dynasty 


T 


Steve Nor r is 


Runestone 


R 


Mike Boggs 


ADAG 


R 


waiter oianK 


Arrakis 


F 


Dave Grabar 


Arrakis 


A 


Lee Kendter Sr. 


Tetracuspid 


R 


Tom Ripper 


Tetracuspid 


R 


faneldon Kanan 


Claw & Fang 


T 


u ouy no xxi ng sv/or Lin 


Arrakis 


F 


Konrad Baumeister 


Claw &: Fang 


F 


Jim Buropas 


Centurion 


T 


Alan Rowland 


Tetracuspid 


T 


Dave Crockett 


EFIGART 


E 




Black Sheep 


E 


rsiix xoung 


Command 


R 




ADAG 


I 


Steve McLendon 


The Flying Orphan 


R 


Tony Watson 


Command 


R 


Brad Hessel 


St Geo & the Dragon 


A 


Ron Kelly 


The Flying Orphan 


A 


Dave Crockett 


Zeppelin 


F 


Tom Ripper 


Arrakis 


T 


R. Trevor Bail lie 


Runestone 


F 


Ron Kelly 


Rebus Sic Stanticus 


E 


Bob Fabry 


Claw & Fang 


R 


Jack Brawner 


Graustark 


R 


David Crockett 


Claw & Fang 


F 


Steve McLendon 


St Geo & the Dragon 


G 


Steve Decker 


EFIGART 


F 


Peter Schreiber 


Batoche 


A 


Thomas Thornsen 


Graustark 


I 


Konrad Baumeister 


Why Me? 


E 


Dave Ditter 


The Exponent 


I 


Mark Berch 


Rebus Sic Stanticus 


I 


Harvey Falk III 


Warmonger 


E 


Steve Heinowski 


Command 


R 


H D Bassett 


Claw & Fang 


R 


i noiu o xaugnter 


Western Star Dippy 


E 


Lee Kendter Sr. 


Dragon & the Lamb 


T 


Paul Thomas 


The Flying Orphan 


I 


Ben Zablocki 


Command 


A 




Graustark 


R 


Jack Frost 


Western Star Dippy 


E 


Arno Id Trembley 


Brouhaha 


E 


Bob Fabry 


Graustark 


R 


Jerry Jones 


Brouhaha 


I 


Michael Lari ton 


Graustark 


I 


Dave Crockett 


Western Star Dippy 


R 


Dave Crockett 


Western Star Dippy 


R 


Tom Sherwood 


LDNS 


A 


Chuck Spiekerman 


Liberterrean 


T 


John Michalski 


Liberterrean 


K 


j xnt jDumpas 


LDNS 


A 


Craig Reges 


LDNS 


G 


Kevin Combs 


The Swamp 


R 


Dave Ditter 


Brutus Bulletin 


F 


Rick Kassel 


Brutus Bulletin 


R 


Lee Kendter Sr. 


Claw & Fang 


T 


Bill Bryg 


Liberterrean 


R 



N.A. DEMO GAME 
1978-IM 



:Gamemaster: Eric Verheiden 

; Summer 1902 

: GEPMANY : A Hoi P. Kiel 
(RUSSIA: F Rum R, OTB 

Fall 1902 - Utter Confusion Sets In 

AUSTRIA: (Gregg Gallagher) A Gal-Bud, A Vie S A Gal-Bud, A $£t (d) S F Gre , 

F (d) S TUR F Aeg-Ion? 

ENGLAND : (Bob Fabry) A JW(A) H ^~F Bar S A Nwy, F Edi-Nth, F Hoi S GER A Den-Kie 
^FRANCE: (Don Bingle) A Ruh-Kie , A Bel-Ruh , A Pic-Del , A Bur-Hun , F Por H , 
■ F Spa sc-Mid 

GERMANY : (Bernie Oaklyn) F Ska-Nwy, A Den-Kie, A Kie-Mun, A Ber S A Kie-Mun 
ITALY : (Lee Kendter Sr.) A Tri S TUR A Rum-Ser, A Ven S A Tri, A Tun-Gre, 

F Ion C A Tun-Gre, F Tyn S F Ion 
RUSSIA (Don Ditter) F Swe S GER F Ska-Nwy, A StP S GER F Ska-Nwy, A Fin S A StP 
I A Sil-War, A Ukr-Rum 

TURKEY : (Jerry Jones) A Rum-Ser, A Bui S A Rum-Ser, F 31a-Rum , F Aeg S ITA 
? A Tun-Gre. 

(Supply Chart: 

Austria: Vie, Bud, , ... 2 ... Remove 2 



jEngland : 
: France : 
■Germany ; 
;■ Italy : 
•Russia : 
^Turkey: 



Home Jtfyty , Hoi . . .4. . .Build 1 
Home Bel, Spa, Mtf/i, Par . . . 6 . . .Even 

Ber, Kie, Den, K<t>%, Mun , Nwy . . . 5. . .Build 1 (no room, will be one short) 
Home Tri, Tun, Gre . . . 6 . . . Build 1 
Home Swe, Rum. . . 6 . . . Build 1 
Home Bui, Ser . i . 5. . .Build 1 



Winter 1902 



Winter Freeze Sets In 



AUSTRIA: NRR A Ser & F Gre R OTB GERMANY ; 

ENGLAND : Build A Edi ITALY: 

tRANCE: No change RUSSIA: 
; TURKEY: Build A Con 



No room to build. 
Build A Rom 
Build A Sev 



Spring 1903 - Austrian Leader Abdicates, England on Verge 



AUSTRIA: 


A 


Vie 


ENGLAND : 


(NMR 




A 


Edi 


FRANCE : 


F 


Mid 




A 


Bur 


bsRMANY : 


F 


Nwy 


ITALY: 


A 


Ven 




A 


Gre 


RUSSIA: 


F 


Swe 




A 


Ukr 


TURKEY : 


F 


Aeg 



Fall 1903 !- Southern Powers Head North 



AUSTRIA: (Russell Fox) A Vie S A Bud , A Bui S AJVie. 
ENGLAND: ] F Bar-Nwy , F Nth S F Bar-Nwy , A Edi H, F~ Hol^-Kie 

FRANCE : :|F NAt-Lpl, F Mid-Eng, A Pic S A Bel, A Bel S ENG F Hoi? , A Ruh-Mun, 

A Bur S A Ruh-Mun. 
GERMANY: S F Nwg-Nth , A Den H , A Kie-Hol , A Mjrfjrl (d) - Tyr 

ITALY: iiA. Gre H, F Ion S A Gre, A TrT-Vie , A Tyr S A Tri-Vie , A Ven-Tri , 
IF Adr S A Ven-Tri. 

RUSSIA: k Nwy S GER F Nwg-Nth , A Fin S F Nwy, A StP-Mos, A Gal-Bud , A Ukr-Gal , 
tM (A) S A Gal-Bud 

TURKEY: liA Bui-Rum, A Ser S A Bui-Rum, A Con-Sev, F Bla C A Con-Sev, F Aeg H. 



Supply Chart: 

Austria: Vie, 
England: Edi, 
France : 
Germany : 
Italy: 
Russia : 
Turkey: 



Bud. 
Lon, 
Home: Bel, 
|Kie, Ber, 
iHome Tri, 
StP, War, 
Home Bui, 



.2. . 

Hoi, 
Spa, 
Den, 
Tun, 
Mos , 
Ser, 



Even 

%tx. 

Por, 

Gre. , 

Swe, 

Rum, 



. 3 . . . Remove 1 
Lpl , Mun . . . 8. . .Build 2 
Jfyty • , . 3 . . . Remove 1 
. 6 . . .Even 

Nwy , 0ft}t, • • 5. . .Even 

Sev. . .7. . .Build 2 



Winter 1903 - Baaaahd Winter for Sheep 

AUSTRIA: ffo change GERMANY: A Mun P. Ber, removes F Nwg 

ENGLAND: feemoves F Bar ITALY: No change 

FRANCE :. guilds A Par & F Bre RUSSIA: No change 

: TURKEY: Builds F Smy & A Con 



Spring 1904 
Dissention 



in the Eastern Ranks 



AUSTRIA: i Vie S A Bud, A Bud S A Vie 

ENGLAND ; (NMR-via Ron Kelly) A Edi-Lpl, F Nth-Lon, F Hoi-Nth. 

FRANCE: F Lpl-Cly, F Eng-Wal, F Bre-Eng, A Pic-Bel, A Bel-Ruh, A Mun S A Bel-Ruh, 

|t Bur S A Mun, A Par-Pic 
GERMANY: f Ber-Sil, A Kie-Ber, A Den-Kie 

ITALY: i Tyo H, A Tri-Ser, A Gre S A Tri-Ser, F Adr-Alb, F Ion S A Gre, 
A Ven-Tri 

RUSSIA: F Nwy H, A Fin-Swe, A Mos-Sev , A Gal-Rum, A Ukr S A Gal-Rum 
TURKEY: jjl (A) S A Con-Bui , A Con-Bui, A %M (A) S RUSSIAN A Gal-Bud ?, 

A Sev S A Rum, F Bla-Con, F Aeg H , F Smy-Eas 



1978-IM, DEMO GAME ANALYSIS 
"THE DECISIVE YEARS" 

Commentary by John Boyer 

Introduction : In beginning this second 
part of a series of analyses on 1978-IM, 
I wish to state that I essentially agree 
with Mark Berch ' s analysis. The country 
at the end of Spring 1902 with the best 
position ijs easily France. The other 
players should by now have recognized 
that France was unopposed and would pos- 
sibly become a super power quite rapidly 
There appeared to be an Italian/Turkish 
combination against Austria and Russia 




appeared to be going nowhere in particu- 
lar. England and Germany posed the only 
threat to France, but Germany is weak. 
England and Russia, furthermore, are at 
war. The apparent alliance between 
France and England distinegrated when 
England suffers from missing moves and 
sloppy play. . . 

Summer 1902 : That Russia decided to re- 
treat Fleet Rumania off the board, whether 
by lack of orders (or purpose, I think) 
or not, is significant as one considers 
Russia's voluntary exit from Sevastopol 
last season. It it possible that Russia 
has a secret ally in Turkey at this point 
of time! 

Fall 1902: Austria found himself with- 



Gut allies and the near destruction of 
this country has profound effect on the 
rest of the game. Of course, the immed- 
iate gains were to go to Italy and Turkey, 
but the long-term gains were to go to 
fi'rance! The Italian/Turkish alliance 
vfas to strategically draw Italy away from 
Prance, and, after Austria was mopped up 
v^here was Italy to go? 

An interesting result possibly de- 
veloping at this point of the game was 
t|he single chance of the East getting 
aihead of the West in that vital field of 
rapid growth. Usually, the Balkans re- 
main unresolved for a period of time much 
further than, say, Fall 1903 or 1904. It 
is this single problem of the four coun- 
tries in the Southeast portion of the 
board (Ita/Aus/Rus/Tur) in resolving and 
consolidating their conflicts which allows 
the smaller Western conflict to get ahead 
isn their own regional fight. This is why 
Stngland and France often does well. 

I The German stab of England by hitting 
Norway while getting help from Eng Fleet 
Holland helps slow down the West in their 
efforts to establish regional hegemony, 
however, it does help France more than 
afnything else... Why France chose not to 
support an attack into Munich, I don't 
know. It is usually best to go for a 
direct attack. The move to Kiel against 
nothing in particular gained nothing! 
Unless , of course, France expected help 
from England. If so, England failed to 
deliver and this should begin to weaken 
tljie French/English cooperation shown to 
date. Butl France moved to the Mid- 
Atlantic Ocean and this clearly indicates 
a threat of some kind to England. Combine 
tie two moves and one can gather that 
France is now on his own against both Eng- 
land and Germany . 

England suffered a loss in Norway and 
is going to go downhill since he has no 
ally. 

The other tangible result of this 
season is the strengthening of the Russian 
Motherland against Turkey. Russian moves 
s^ems to show an active Northern offensive 
with a passive Southern offensive, and 
pd»ssibly just a defense. 

Italy and Turkey have a working 
alliance, it would seem, and they should 
b^ able to finish off Austria fairly soon. 
If so, their alliance will be able to 
offer France and Russia equal competition 
a4d provide for an exciting two on two 
<3$me. But, they will definitely have to 
finish Austria off quickly and Italy will 
have to see the advantages of turning a- 
round and attacking France. Otherwise, 
Italy will have to fight Turkey in what 
would usually be a long, drawn-out affair 



in which case, only Pussia or France wc 
profit ! 

Winter 1902 : It is very interesting tc 
note that all builds were army builds! 
The English build of Army Edinburgh is, 
I feel, a very poor build. Unless a 
doublecross of Germany is in the cards 
Norway (with Russian help) , England has 
absolutely no chances in Scandinavia an 
has opened up his rear to a French conv 
sea invasion! 

Italy, Russia and Turkey all built 
armies. Sounds like a lot of people ar 
going to have dinner in Vienna! Oh yes 
Austria chose to NMR. Well, his positi 
is shattered and we can all sympathisiz 
with his inevitable plight. Anyone for 
Viennese Waltzes? 

More ominous: Who's watching Fran 

Spring 1903: The big news this season 
that Austria has a new leader and survi 
This survival is only going to help Fra 
by giving that country more time as the 
Eastern countries continue to batter ea 
other around without reaching results.. 

Russia has begun an aggressive cam 
paign in both North and South! I was 
surprised to see him take Rumania witho 
resistance, but then it could very well 
mean that Turkey will prefer Russia for 
long-range ally over Italy and has deci' 
to give Rumania back to Russia. The fa* 
that Italy has chosen to cover the Ioni. 
Sea means he trusts France more than Tu: 
Still, three is a crowd and it is still 
anyone's guess who will be the odd man 
out and follow Austria. . . 

France has decided to erect the Mai 
inot line. He is pressing a sea invasi< 
of England, but, of course, England aski 
for it by building Army Edinburgh last 
Winter! Russia has taken Norway for hii 
self as a result of Germany's stab of 
England. See what stabbing gets you? 
Nothing! Germany apparently has a taci- 
non-aggression pact with France, but hi: 
strategic position in lying between two 
powerful countries (Fra/Rus) never was 
historically good news for Germany. Wh: 
France attacks England, Russia will mov< 
on to England also? Germany is playing 
a touchy game and with his stab will - 
others trust him in the future? 

So, what we have here is an unoppo; 
France doing whatever he pleases (even 
building expensive Maginot Lines) , loom- 
ing as a long-range superpower. And, w< 
have a Russia that is also unopposed! 
These two, if allied, could easily sweej 
the board except for one fact: Italy anc 
Turkey have a fast jump on Austria and * 
soon be able to turn elsewhere. Clear 1} 




the key is how fast Austria will fall, 
But, and this is a very big but... Italy 
can't hit; France quickly and can only 
collide with Turkey. Turkey has to choose 
between Russia and Italy for an ally. 
His best chances for himself is with a 
Russian ally. On the other hand, the 
best chances for Russia is an Italian 
ally! Italy will probably get help from 
Russia, b>it Italy won't be able to get 
very far What with Russia very strong (or 
Turkey very strong) in the Southeast and 
a powerful. France in the West. 

This; game is now shaping up as a 
two-way race between France and Pussia! 

Fall 1903 ? (This season, in retrospect, 
was the whole crucial ball of wax.) A 
big influence is Germany making funny 
moves. Why move to Tyrolia? As a re- 
sult of not holding Munich, with support, 
he lost the city to France. The Maginot 
Line sprung a surprise trap! ' The French 
have now definitely proved they will help 
no one except themselves--if you are in 
his way, watch out! 

Meanwhile, Russia gambled and lost. 
I don't completely understand the Russian 
southern cfrders, but he must have felt he 
could have trusted the Turk to not attack 
for another season. If so, Russia would 
have been sitting very pretty indeed. 
Alas, instead it turned out bad! As we 
go along here all these results are 
piling up brownie points for France! At 
any rate, Turkey saw the handwriting on 
the wall a;nd struck out viciously against 
Russia. Perhaps Turkey and Italy do 
have a strong alliance, but it is the 
worst one to have in a game with an un- 
opposed France! Why is everyone so nice 
to France??? 

Whereas Russia and France could have 
raced for victory, it has (because of the 
lost gamble) narrowed down to a French win. 
That Austria is still in the game is a- 
mazing, but the longer he survives the 
more certain the French win becomes... 

Winter 1903 : Only France and Turkey had 
builds and both built an army and a fleet 
each. The; Turk builds indicate a 2-way 
front war against= both Russia and Italy- 
-not a veriy bright prospect! But, then 
Italy does/n't look like he will turn 
against Friance and what is Turkey sup- 
posed to djo? 

Let's! face it, the chips are now 
falling France's way because he has Italy 
as an ally who is holding at bay Turkey 
who in turn is fighting Russia. Austria, 
is holding everyone at bay, somehow! 
Germany arid England are ineffectual 
pigmies against French power... 

The French builds, furthermore, 



show that he will concentrate on Germany 
and England at the same time, leaving 
Italy to fight Turkey. France knows that 
Italy is helping him win so why stop him? 
That crucial '■ funny German move of Army 
Munich to Tyrolia in Fall 1903 is what 
killed Italy last chances in the game 
and iced the French win... 

Spring 1904 : : The French are rolling for- 
ward while everyone else is sputtering 
of knifing. Open war has broken out be- 
tween Italy and Turkey. Turkey lost 
Rumania back to Russia and stands to 
lose Sevastopol in the Fall. Meanwhile, 
Austria continues to doggedly hang on! 

Germany is still making funny moves 
which is only helping France. There's 
not much more! to say about this game! 
France will win unless a miracle happens 
to Italy or Russia. . . 

Overall : From Spring 1902 to Spring 1904 
the game shifted sharply from a possible 
4-way fight between France, Russia, Italy 
and Turkey to; a 2-way between Russia and 
France. Then;, Russia gambled in the south 
and lost. Thus, it was reduced to a 
French win, Mainly, all this happened 
because Italy was successful against Aus- 
tria, but not: enough considering French 
successes. Germany influenced the French 
win condition^ heavily with his "funny" 
moves that hurt Italy and later in with- 
drawing eastward away from French invasion 
forces! Germany's stab of England also 
sowed distrust and helped France in the 
long-run. Of course, shrewd alliance 
play plus a Ipt of luck elsewhere on the 
board helped France build up his dominating 
position. 

Italy played well, but ran into bad 
luck and having both a strong Turkey and 
France is a definite no-no for Italian 
success. Russia started off well, but 
one gamble is all one needs to throw 
away his game! 

As for Turkey, he was bottled in 
immediately when he went after Austria 
with Italian help and with Russia having ' 
no opposition iin the North. This all 
proves, of course, that a strong country 
such as Turkey cannot win if a country 
decides to plajy funny moves (Germany) , or 
a country decides to miss moves (England) , 
or a good player decides to work with him 
and then against him (Italy). In this 
game, all of these factors worked to 
France's favor;. He hardly had to work 
for his commanding lead. All he has to 
do now is play; a sound tactical game and 
victory is hisL 

Moral? W|.n or lose, you must estab- 
lish your strategic domination very early 



in the game. The best way is get the 
other countries to attack each other in a 
merry-go-round while you yourself remain 
unopposed. Then, all you need is to play 
a sound tactical game and, presto!, you 
win 1 You also have to watch others play 
very closely and react quickly such as 
detecting poor or funny players who are 
likely to throw the game out of kilt. 
Anything that upsets the balance must be 
considered. And, you want to diplomatic- 
ally upset the apple cart your way. Happy 

mupching! , 

In conclusion, I predict a French win. 

Let me know! 

Over to you, Randolph- 



IN AN ATTEMPT TO KEEP UP WITH SPI, DW 
PROUDLY PRESENTS : 



The Errata Sheet 



Corrections to ANCIENT EMPIRES II (DW #. 
by John Lipscomb. 

Correction to Map : In view of play bal; 
there should be a land space between 
Icosium, Northwest Africa, Mauretania ai 
Iberian Sea. Call this space "Fez". 1<- 
is not a supply center, nor part of any 
major power. 




FIGHT ANY GOOD 
BATTLES 
LATELY ? 



Relive the best of 
them in the pages of 
PURSUE and DESTROY. 

We provide cover- 
age on every aspect 

of the wargaming /history fields. Articles on 
land, sea, and air history as well as wargam- 
ing. . . current military doctrine and weapons, 
unit profiles, science fiction & fantasy, re- 
views, Diplomacy, strategy tips, miniatures, 
you want it and you will find it in the pages 
of PSD. FIRST ECHELON PUBLICATIONS presents 
you with this 44-52 page, pro-printed zine. 
SEND TO: 

FIRST ECHELON PUBLICATIONS, INC. , 
7331C Normandie Ct, Dept. 8, Hazelwood, Mo., 
63042. Six issues only $8. 50... a sample copy 
for $1.95. TEXAS RESIDENTS PLEASE ADD 5% 
STATE SALES TAX. 

THE MAGAZINE OF COMSAT 
THROUGH THE AGES 



AND 



IfSTROY 



Additional P ules : 

11) Two units may exchange positions. 
The letter is used to show this. Tl 
two units move "through" each other and 
onto the other's original space, proviS: 
that the moves would otherwise succeed, 
e.g. New Carthage... F GAD X A MAU. Fles 
Gades and army Mauretania exchange plac< 
with each other. If, however, Carthage 
had ordered A FEZ-MAU, then all units wc 
remain in there original space. If the 
exchange involves two different major 
Power's units, then both Powers would h; 
to separately write out the exchange ore 
in order for it to succeed. 

12) Any unit which retreats prior to a 
given move season (Spring or Fall) must 
be ordered to hold in that season. 

13) Optional. At the beginning of the 
game there is a Winter 299 BC season. ] 
this season the major Powers may build 
either a Fleet or an Army in each of ths 
home supply centers, thus varying the 
starting position. A limit of one Fleel 
build per major Power should be set. 
(Note that the game will retain most of 
its playbalance, unlike Regular Diplomj 



((I do have copies of John's updated maj 
and anyone wishing one should drop me 
35£ in stamps to cover printing and 
postage . — JHJ) ) 



Calhamer Point Count 



Rating System 



DOUG HOLLltJGSMORTH 

The Calhamer Point Count Rating Sys- 
tem is one of the simpler systems avail- 
able to compare the performance of Diplo- 
macy playeirs. One point is awarded to 
each completed game divided equally among 
the players who share in the victory. 
Thus, if a player wins a game, he receives 
one Calham&r point; if he shares in a 
two-way driw, he is credited with \ point, 
and so on . 

>s of; June 1979, the following 
Diplomacy flayers comprised the Calhamer 
Point Count Top 50: 



POINTS 


PLAYER 


31 


7/15 


Ronald Kelly 


17 


7/30 - ii 


Edi Birsan 


14 


1/4 


Andy Phillips 


14 


7/30 


Doug Beyer le in 


8 


1/2 


Brenton Ver Ploeg 


8 


5/12 


Eric Verheiden 


8 


1/3 


John Smythe 


8 


1/5 


John Beshara 


8 


73/420 


Joel Klein 


8 


1/12 


Mike Rocamora 


7 


5/6 


Walter Buchanan 


7 


37/60 


Len Lakofka 


7 


1/5 


Lewis Pulsipher 


7 


1/60 


Steve Brooks 


6 


13/15 


Randolph Smyth 


6 


5/6 


Lee Kendter Sr . 


6 


47/60 


Andy Davidson 


6 


9/20 \ 


. Gene Prosnitz 


6 


11/30 


Steve McLendon 


6 




Dave Crockett 


5 


3/4 \ 


Richard Walkerdine 


5 


2/3 


John Boyer 


5 


8/15 5 


Thomas Eller 


5 


1/2 


Randy Bytwerk 



5 


5/12 


nllU IT ew Vvalulc 


5 


1/4 


iony Daii 


5 


1 /fi 


nal JNclUS 


5 


1/15 


^IldXXfcio 1UI IlfcJX 


5 




' ix v-iictex Jjal X 






7\ y ti /-\ 1 r9 Uarrf a 
nlUUiu V dy L.O 


4 


11/12 


u KJiiii n • r xtsiuxiiy 


4 


5/6 








j err irower 


A 


j/4 


Don Pitsch 


A 


J//DU 


Blair Cusack 


A 
H 


1/ Z 


Tom Ripper 


A 
H 


0/ 


John Weswig 


A 


1/ j 


Ray Evans 






Jerry Pournelle 


A 


1 / A 

1/4 


John Stevens 






Tim Tilson 


A 
*i 


X/ 3 


Conrad von Metzke 


4 


1/6 


ri-Lj\c uuxus LcXit 


4 




Tim Roberts 






Pete Swanson 






Buddy Tretick 






Charles Wells 


3 


19/20 


John McKeon 


3 


5/6 


Allan Owens 


3 


47/60 


Doug Hollingsworth 




This space is blank because 
you didn't write for DW. If 
you don't ffeel qualified to 
write but have an idea for an 
article, let me know your idea 
and I'll fijjid someone who wil 
can write it. 

REMEMBER: Only you can pre- 
vent blank spaces. 



CDO 



Code of Ethics 



for GM's 



I The CDO (Canadian Diplomacy Organi- 

jzation) has come up with a Code of Ethics 
for their Gamemasters . It is a sound 
idea and one worth reviewing. So with 
that in mind, here is the- CDO Gamemasters' 
Code of Ethics. 

jpreamble: This Code was developed by 
the CDO Ombudsman and his Advisory 
Committee for use by the Ombudsman 
lias a guideline when considering 
! complaints against gamemasters. It is 
recommended that each CDO-member GM 
adopt the Code and provide a copy to 
players in games he GMs, along with 
his houserules. 

1) I will try to adjudicate games 
in an error-free manner. If an error 

| does occur, I will try to correct it as 
quickly as possible. I will try to use 
good judgement in weighing the harm done 
to the individual player against the 
harm done to the game as a whole. 

2) If a difference of opinion be- 
tween a player and myself is not resolve-- 
able by discussion between us, I will 
submit the matter to the CDO Ombudsman 

I rather than arbitrarily deciding in my 
I own favour . 

| 3) I will be as punctual as possible 

;j in sending game results to the players 
(or to the publisher, in the case of a 
guest GM) , bearing in mind that I am a 
hobbyist rather than a professional, and 

} punctuality may sometimes be affected by 
personal factors. If I habitually have 

! a delay of more than a few days between 



deadline and mailing, I will make thi 
known to prespective players before t 
enter games. l c at any time I find it 
self no longer able to maintain my 
habitual standards of punctuality, tc 
the point where games are seriously 
affected, I will turn the games over 
another GM rather than carrying on ir 
inferior fashion. 

4) If any of my normal GMing pr 
tices differ from those recommended i 
this Code, I will make them know to p 
spective players before they enter ga 
I will maintain a set of houserules a 
policy outlines and will provide it t 
players on thier first entry into a g 
GMed by me. (If a guest GM not using 
own houserules, I will follow those o 
the zine in which my games are carrie 
if a publisher of guest-GMed games, I 
ensure that players in such games are 
vided with houserules.) If I change 
houserules or policies during the cou 
of the game, I will acquaint all play 
with the change before any player is 
seriously affected by it. 
GM, I will keep in touch with the mai 
stream of the hobby by cooperating wi 
hobby institutions: for example, send 
copies of my magazine to the Archivis 
obtaining Boardman Numbers or Miller 
Numbers for my games, and providing 
complete and accurate game completion 
statistics to the Custodians of those 
Numbers; sending lists to the CDO Cen 
when requested; sending game openings 
information to the CDO Novice Project 
and so on. 

6) I will use replacement playe 
when ever possible, and in particular 
not let games; be spoiled by allowing 
major positions to go into civil diso 
I will avoid GMing practices which wo 
make my games irreguiar, or unratable 
current systems (example: using repla 
ment players Who have already played 
the game) . 

7) In general, I will try to de 
fairly and honestly with players at a 
times; I will- try to be impartial in 
adjudications and my handling of game 
I will try not to give one player adv 
tages not available to other players, 
where such advantages can be easily p 
vented; I will give players the benef 
of a doubt where differences of opini 
arise; I will try to maintain good co 
munication between players and GM, in 
particular by explaining reasons for 
gamesmasterial actions when they are 
likely to be immediately apparent. 

I adopt this Code: 




Britain seemed ripe for a takeover. 
It is now almost impossible to dis- 
entangle the historical fact from the 
mass of legend and myth that has grown 
up around this period, the 'matter 
of Britain' . Exactly how Arthur, 
Vortigern, Ambrosius, Hengist and 
the rest fit in, exactly how much of 
the ramblings of Geoffrey of Monmouth 
have some basis in reality - well, 
you buys your book and you takes your 
pick. Apart from Geoffrey, Malory, 
Chretien de Troyes and the rest I 
recommend Mary Stewart's 'The Crystal 
Cave' and 'The Hollow Hills', Alfred 
Duggan's 'Conscience of the King', 
and if you want an argument with Ken 
(who doesn't like it.') Rosemary Sut- 
cliff's 'Lantern Bearers' and 'Sword 
at Sunset': all modern historical 
novels dealing with Arthur. 

--Hartley Patterson 
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Middle Channel 
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East Channel 


NCh 


North Channel 
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Edwinsburgh 
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North Folk 
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Wash 
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Elmet 
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North Irish Sea 


WCh 


West Channel 


Fif 


Fife 


NGy 


North Gyrwas 


WWa 


West Wales 


Fri 


Frisian Sea 


NWA 


North Wales 


Wex 


Wexford 




g. victory The first player to control 
18 supply centres is the winner. 
If Picts or British, the German/Scot 
menace has been destroyed. If a Ger- 
man tribe, a new homeland has been 

found. If Scots well that just 

goes to show what a great race we 
are . 

9. Play begins in Spring 450. There 
are two pre-game placement periods 
for the German tribes as in Rule 6. 

Designed by Kenneth Clark, published 
by Hartley Patterson (Fred's Press 91) 
in WAR BULLETIN 50, and reprinted 
with permission of author and pub- 
lisher. 

The Scenario 

In the first half of the 5th 
century Poman troops were progres- 
sively withdrawn from Britain, Gaul 
being overrun with Germanic tribes. 
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Designed by KENNETH CLARK 

1. The normal 1971 Rules of Diplo- 
macy will be used except as noted 
below. 

2. Units not receiving a valid re- 
treat order will be retreated accord- 
ing to the following criteria in order 
of preference: (a) to a space not 
required for retreat by another unit 
(b) to a home supply centre (c) to 
any supply centre (d) to a space near- 
est, counting by sea and/or land, 

to the nearest home supply centre 
or, if one is not helped, nearest 
owned supply centre. Where a choice 
remains alphabetical order will be 
used. If two units only have one 
retreat space between them both are 
removed. Units may not be ordered 
to disband but must retreat where 
possible. 



Initial Placement 



BRITISH: 



A Deva A 
Glevum A 
A Mearns 
burgh . 
A Dublin 
Channel . 
TWO As and ONE F 
TWO As and ONE F 
ONE A and TWO Fs Off -board 
FRISIANS :ONE A and TWO Fs Off-board 

The last four above are designat- 
ed the German tribes 



4. Supply Centres . All the Germans 
' the " 



PICTS : 

SCOTS: 

SAXONS 
ANGLES 
JUTFS : 



Caerwent A 

Londinium. 

A Fife A Edwins- 

F Ulster F North 



Of f -board. 
Off-board 



stariTthe game with THREE Off-board 
supply centres. The Scots start with 
ONE Off-board supply centre. 

Germans: At the end of each 
year after the first ONE Off-board 
supply centre is lost by each tribe. 
Thus, after three years all German 
supply centres, will be on the board, 
and none Off-board. 

Scots: At the end of Year TWO 
the Scots Off-board supply centre 
is lost. However during the first 
THREE years the Germans may not be 



rejduced to less than THREE units 
ea|ch, whether supply centres exist 
fdr them or not. Similarly the Sec 
ma^y not be reduced to less than THF 
its for the first TWO years. 
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Builds : Scots a 
bulild in ANY supply 
German tribes must g 
to Off-board centres 
Once a supply c 
hejld by a nori-Britis 
Winter period it can 
be used by the Briti 
if recaptured by a B 
It may still be used 
player. 

If in any Autumn the British 
player has less than THREE Home supj 
centres he may nominate on that tun 
any other centre held by him as a 
new Home supply centre. These may 
be 'prophetic' nominations if 'pro- 
phetic' adjustments are being used 
Postal Play. 

German Placement . The German 
bes may deploy certain fleets on 
: board before the game starts. 
Th^y must be placed in one of the 
following areas: Dogger, German Sec 
Wasjsh, Frisian Sea, Thames, East Chai 
Middle Channel, West Channel. Diplc 
majy before each state of placement 
is allowed. 

(a) Saxons and Angles place one 
fleet each. Only the German tribes 
ar£ informed of the results of this. 

(b) Jutes and Frisians place one 
f Ik&t each. All players are now in- 
formed of the resulting deployment. 

uld any two fleets attempt to dej 
the same area NEITHER is placed, 
. they remain Off -board. 
All other German units move on 
the East edge of the board or 
■e convoyed on from the East edge, 
its Off-board may be supported 
but may not themselves give sup- 
rt. Units may not retreat Off- 
board. 



Sailing Round Scotland : Fleets 
move from Mearns or Dogger to 
rkney" and next move to Highlands 
Hebrides:, or vice versa, or back 
the same side if they wish. Mor. 
one fleet may be in 'Orkney', 
ich is not a normal 'on-board' 
e: A unit may not support from 
ney' or be dislodged by fleets 
ing into 'Orkney'. A fleet in 
Orkney' may not convoy. 



ABSTRACTION I (1969) , and II (1976) 
Fred Davis 



fl Pocket Full 



of Variants 



FRSD'C. DAVIS JR. 

I've been asked to provide brief 
descr iptio^s about some of the more 
playable variants. These are not nec- 
essarily tljiose which have been the most 
popular, for example, most of the Middle 
Earth variants are extremely unbalanced; 
yet, for several years they were among 
the most popular of postal variants. 

A] 1 of the games listed below have 
been studied very carefully by yours 
truly and $ire available from my North 
American Variant Bank - East files. 
Most of th^m are also available from Rod 
Walker, Custodian of the North American 
Varian BanJ^ - West. I do not know how 
many may be available from other banks. 
No formal prices have been established 
as of this? writing, but I'll offer a set 
price of 5tb<: each or 3 for $1.00 for all 
of the listed games except the Youngstown 
Package, wfiich will cost $1.50. Games are 
listed in Alphabetical order, with year 
of design ^ind designer's name shown-. All 
are for 7 players, unless otherwise noted. 

ABBERRATIofl III (1968) + 1978 NAVB Reprint 
Rod Walker 

9-man ga|ne, using completely different 
Powers, featuring the "copeless and the 
hopeless.";! You can build in any Center 
you own. !54 Centers. Fleets can move 
between Atlantic and Indian Oceans. Can 
also start in 1701 or 1801. 

ABERRATION;| IV (1969) 
Rod Walker 

9-man gaifne, adding Spain and Sweden to 
the usual powers. Much enlarged board. 
A complex combat system, plus Spring Raid. 
Not for the novice. 

> ■ @ 



Expanded map of Europe and south coast 
of Mediterranean. Armies carried piggy- 
back, Army/Fleets created. (A/F rules 
were created for this game.) Starts in 
1914, and moves: made by months. Each 
Great Power has; 4 units, 8 provinces 
(Russia 5 & 10);. Eliminates stalemate 
lines. Switz. passable. (Only two rule 
changes made im "II" - one eliminates 
negotiation for initial starting positions 
in June 1914 . ) 

ACTIVE NEUTRALS: (1974) 
Robert Sacks : 

Each minor power has a unit, which is 
played seperately by one of the Great 
Powers. A minor power can grow, and 
could win the game. 

ATLANTICA II-R (1973) 
ATLANTICA III (1978) 
Fred Davis 

4 European and 3 North American Powers 
struggle for control of Atlantic World. 
Begins in 1871.: Canada, USA and CSA are 
the American Powers. Fleets and A/F's 
needed for campaigns. Round the world 
movement via boxes. Ill adds another 
Center for USA,! other minor changes. 
47 Centers. 

CLINE 9-MAN VARIANT (1965) 
Robert Cline ! 

Naus-von Metzjke version (1971) 
Pulsipher version - IV (1977) 
Davis version - V (1978) 

Adds Barbary States and Persia to the 
regular board. : IV and V are map improve- 
ments. Fleets can move from Atlantic 
to Indian Oceans . 9-players. 

COSMIC DIPLOMACY (19 76) 
Larry Dunning 

Space game. !7 different life forms, 
only 2 of which are human. Excellent 
scenario. Only, moving unit is the Space 
Fleet, but there are also Space Folds, 
and two types of Supply Centers. 

DIADOCHI II, IV, V (1973, 1976) 
Dick Vedder 

II & IV are 7-man games; V is a 5-man 
version. Scenario is in Ancient times. 
The smae map is| also used to play Tri- 
umverate and imperator (with certain 
spaces off limits) . Some Double Supply 
Centers. Special rules for electing 
Emperors , etc . 



EUROPE 1721 I (1973) 
John Boyer 

Europe in 1721. Poland and Spain re- 
place Germany and Italy. Well designed. 

"1885" I, II (1973, 1976) 
Fred Davis 

9-player game. Adds Spain, Sweden. 
Army/Fleet convoy and combat rules . Some 
Powers start with more Centers than others. 

GESTA DANORUM (19 75) 
John Leeder 

8-player game. Based on Britian in 
865 A.D. 7 regular players, plus the 
Norse (who start at sea) and the Great 
Army, which moves at random, but can be 
bribed. 

HOLOCAUST (1978) 
Steve McLendon 

Global 8-Power game. : 1951 start date. 
55 Centers. Giant full-size map avail- 
able from designer. I I can only send 
rules. Despite name, this is not a 
nuclear variant. Reviewed in DW #22. 

IMPERATOR 
Dick Vedder 

See Diadochi. 5-players. 

THE MAYA (19 75) 
John Boyer 

Central American map.: Two types of 
units; Armies and Temples. Temples don't 
move, but you must build them to win. 
Really different. 

MEN WHO WOULD BE KING (1977) 
Jimmy Walker 

Britian, scenario of War of the Roses. 
A truly beautiful map. ] There are 10 
Powers, and it takes ownership of 3 5 
Centers to win. Has sdme garrisoned 
supply points. 

MIDDLE EARTH VII (1974);, VIII (1976) 
Lew Pulsipher 

Best balanced of the piany Tolkien var- 
iants. VII is 5-man; VIII is 8-man 
version. ' 

PERSIAN VARIANT I (1975!), II (1976) 
Martin Janta-Polczynski 

Complex variant, with! more distinction 
between roles of Armies ; & Fleets. More 
than one Fleet can occupy certain large 
sea spaces. Not for novices. II is 
improved version. 



PSEUCO-CLASSICAL DIPLOMACY (1977) 
Martin Janta-Polczynski 

An improved version of the standai 
map. Switzerland passable, south cc 
of Me. included. Austria & Germany 
4 Supply Centers. All armies convoy 
by piggy-back. Open sea boxes can c 
more than one Fleet. Voted best des 
of 1977. 

SCOTICE SCRIPTI III (1974) 
John Boyer 

7 Celtic Powers plus England struc 
for control of Ireland and environs" 
the year 1014. Varying victory crit 
for the different Powers. Based on 
original design by Peter Comber in 1 

"1776" (1972) 
Dick Vedder 

5 or 6 plajyer game, played on a ma 
North America. 4 European and 2 Ind 
Powers, with! varying victory criteri 
Double Centers and double units are 

SEVEN YEARS WAR (1975) 
Lew Pulsipher 

Europe, 1756. In addition to 7 Gr 
Powers, therje are 12 minor countries 
their own unfits. 5 types of units, 
eluding a Lehder. Special combat ru 
Fall-size map. Also has Political F. 
for control of minors. Because of 1> 
rules, must charge $1.00 per copy. 

SMALL WORLD II (19 77) 
Fred Davis; 

A global variant for either 7 or 8 
players. Each Power represents majo: 
part of the World. Fleets and A/F ' s 
vital to campaigns. Only 46 Centers 
so it is the smallest of all global 
variants. 

SPACE STATION ULTRA (19 78) 
Lee Kendtei: Sr. 

5-player gime played on a space stc 
in the year £025. 3 kinds of Centers 
Shorter game, with 16 Center victory 
criterion, time span are in days rat 
than years . 

SWISS DIPLOMACY II (1976) 
Fred Davis 

8-player game with Swiss as the 8th 
Power. Army/Fleets used. A few othe 
map changes. ; Fleets move from Atlant 
to Med via special Ocean boxes, so th 
are no corner positions. 



UNITED STATES 

Fred Davis 
• 7 Powers st^ugg 
America, begi 
NAVB reprint, 
those of some 



le for control of North 
inning in 1921. Ill's is the 
with only changes being 
of the names . 



YOUNGSTOWN 
Koning, 
Weidmark, W 

The grandda> 
player versio 
India plus re 
move around 
boxes. 11-ma 
Youngstown XI 
inclusion of 
all 12 varian 



VARIANTS -12- (1968-1978) 
r, Vedder Phillips, 
lkerdine, et.al. 

fdy of all variants. 10- 
. includes China, Japan & 
ular 7 Powers. Fleets 
e world via off-board 
version adds African Power, 
completes the world with 
the Americas. Package of 
s available for $1.50. 
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and fairly si 
can be played 
adopted to mahy 
mostly in two 



a collection of some short 
|iple variant proposals, which 
on the Standard board, or 

other boards. These are 
collections: 



WILD 'N WOOLY 
Dan Aldersoi 



Breakthrough 

Armies, MarjL 
Take-Away Di; 

an entire 
Red Herring 

strength) 
Ghost Diploic 

Any number 

vince 

3 4 Centers. 



uinii 



Center 



SIMPLE DIPLOMACY VARIANTS 
Lew Pulsiphter 



ni 



Winter 1900 
initial u 

Anarchy - 17 
or 7 playe 
by chance 

Armed Neutra 
neutral Ce 

Twin Earths 
is doubled 
forth from 

Changing of 
itions al 
same coun 

Key Rule - A 
up its ri 
to leave. 
Jeff Key) 

Multiple Uni 
etc . 

Coastal Cr 
two-coas 

Spring Raid 



DIP III (1976) ; Ill's (1978) 



VARIANT PROPOSALS (1972) 
/Steve Cartier 

biplomacy - Includes Airborn 
ne Armies and Submarines. 
pfLomacy - How to take away 
try with special rules, 
iplomacy - Add "fake" (no 

^s to the board, 
try - Build in all S.C.'s 
bf units in the same pro-* 
s never lost. V.C. is 



Build negotiations (for 
ts.) 

players with 2 Centers each, 
■s with 3 centers, all drawn 

■ other versions, 
.s - Standing Armies in all 
iters. 

■ Two boards used. The V.C. 
Units can move back and 

one board to the other. \ 
[the Guard - Exchange of pos- 
lowed between units of th$ 



t,fry • 

unit ordered to move gives 
gjht to the space its trying 
(Named for its inventor, 



s - Double armies, Leaders, 



aw<l - Permitted by Fleets in 
tall provinces . 

- Allows Centers to change 



hands on Spring moves. 

Decoy Units - May build fake units to 
confuse opponents. 

Kriegspiel - Players know only the lo- 
cations of their own units and other 
units in immediately adjacent spaces, 
plus units met in combat. 

Anonymity - Players con't know who is 
playing other countries. All negoti- 
ations are made in press; releases 
printed in zine. 

These variants are only a sample of 
the material available in the various 
Variant Banks. Over 550 variants have 
been classified by Der Garvey, the Variant 
Archivist. An omission of a particular 
variant does not necessarily imply that 
I feel the game is poorly designed or 
difficult to play. It may; simply be that 
I don't have a copy. I have passed over 
most Economic games because they create a 
tremendous amout of work fbr a GM and his 
players, frequently leading to abondonment 
of the game. I have eliminated very 
large variants (those with; over 60 Centers) 
for the same reason. The larger and/or 
more complex the variant, the less the 
likelihood of it being played to comple- 
tion. Those listed are all games that I 
found to be interesting. Different 
strokes for different folks. 



For those of you who are : interested and 
don't have Fred Davis' address, it is: 
1427 Clairidge Road, Baltimore, MD 21207. 



So' this guy walks into a bar with his 
dog, and the dog sits on the stool next 
to him. He says, "Gimme a beer, and 
what'll it be. Rover, gin . and tonic?" 

Rover wags his tail excitedly, and 
goes, "Ruff, Ruff." 

"Okay, okay - with a twist," the guy 
adds. 

"Hey," says the bartender, "that's 
helluva smart dog you got! there!" 

"Oh, this isn't all. H« also plays 
Diplomacy." 

"Geez, he must be really clever," says 
the bartender. 

"Not really," sighs the guy, "he's 
always making deals with Turkey." 

-Tom McMillen 



NA Ziqe and OM Poll Top 20 



All of the votes have been counted and it gives me great pleasure to 
announce the zines and the gamemasters that you have chosen as the ones you 
like the best. So without further delay, the envelope please... 



1. 
2. 

3. 
4. 
5. 

5. . 
7. 
8. 
9. 

10. 

11. 

12. 
13. 
14. 
15. 
16. 
17. 

18. 
19. 
20. 



Graustark John Boardman, 234 E. 19th St. , Brooklyn, NY 11226 

The Dragon and The Lamb Steve McLendOn, P.O. Box 57066, Webster, 
TX 77598 

Why Me? L^e Kendter Sr., 4347 Benner St. , Philadelphia, PA 19135 
Claw & Fang ; Don Horton, 16 Jordan Court, Sacramento, CA. 95 826 
Diplomacy Digest Mark Berch, 492 Naylor PI., Alexandria, VA 22304 
Diplomacy World Jerry Jones, 1854 Wagner St., Pasadena, CA 91107 
Runestone John Leeder, 121 Nineteenth N.E., Calgary, Alta T2E 1N6 
Arrakis Doug Hayward. (Folded) 
Lies, Dece its and Nefarious Schemes 



St, George s.nd the Dragon 



IN 462 
Fol Si Fie 



Ter-ran 
Brouhaha 



Ontario 
Ruritania 
The Ninth Ci 



Jerry and Pat Jones. (Folding) 



24 



Randolph Smyth, 275 Third St 
T1A 0G4 



Bob Sergeant, 3242 Lupine Dr., Indianapolis, 
S.E., #314', Medicine Hat, 



The Brutus Bulletin John Michalski, 



7316 5 



Alberta 

Eggnog Konrad Baumeister,! 11416 Parkview Lane, Hales Corners, WI 53130 

Rt. 10 Box 526Q, Moore, OK 

Los Altos, CA 94022 
St^eve Heinowski, 11630 W. 28th St., Lorain, OH 44052 
dob Beardsley. (Folded) 

#2210, Ottawa, 



Liberterreafl Jim Bumpas, 948 Loraine Ave. 



Passchendaelje Francois Cuierrier, 160 Chappel St 
KIN 8P5 



Tony Watson, 20:1 Minnesota,: Las Vegas, NV 89107 
rcle David Bujike, 5512 Julmar Dr., Cincinnati, OH 45238 



Command Dennis Agosta. (Folded) 



And the top 10 GM 



lsk 



John Micha 
Karl Schuetz 
Lee Kendter 
Jim Bumpas 
John Leeder 



's are. 

i 



Sr. 



6 . : John Boardman 

7. : Eric Verheiden 

8. Robert Sergeant 

9. I Fred Davis Jr. 

10. Fred Hyatt 



Congratulations 
poll. DIPLOMACY 
7 spaces. May I 
scribe to it just 



to everyone. % was rather 1 pleased at the outcome of the 
WORLD moved up a couple of notches and LDNS dropped only 
suggest that if: you are looking for another zine to sub- 
might be worth: your while to drop one of these a line. 



4 IZeftty 7tom %>e*«& Oa66pt 



Dear Jerry, 

Thank you for giving me an opportun- 
ity to respond to that "negative" way in 
which I have pulled the hobby back to- 
gether again. 

First of all, your letter was not 
very objective; As in the past, when 
Jack Frost telephoned me, and alternately 
referred to me as "Bernie" and "Buddy", 
and when mail comes to my address, add- 
ressed to "Buddy Tretick", and as you did 
in your letter, striking out the word 
"Bernie", with typo correction paper, 
and inserting the name "Buddy" in its 
place. . .all very cute. . .1 am simply ' 
laughing with you. 

But, by no means, just because "you" 
people try your games, am I Buddy. Nor, 
by any means, ijust because "you" claim 
that Buddy and Bernie have never, and I 
quote, been seen together, does that 
infer that I 4m Buddy. And, by no means, 
just because I have the same color hair, 
or near his color, am I Buddy. And by 
no means, just because some of "you" 
think I am th£ same height (there is \ 
inch difference) , am I Buddy. 

About 3*s years ago, I telephoned 
Don Miller, looking for a local Diplomacy 
game. Don could not refer me to any games 
currently known to him, but he did refer 
me to Buddy Tretick, who Don said last 
lived in Potoihac, Maryland. Buddy's 
number was not listed, but I was able to 
find him in tyro^ways: (1) Don said he 
lived on Coldstream Drive, only three 
blocks long so it was not hard to locate 
him by asking, questions of his neighbors; 
(2) He was listed in the local, Potomac 
area, directory (not the local C & P 
Telephone Directory that Mark Berch 
refers to) . 

Near 2h years ago, Buddy moved to 
Gaithersburg.: Not satisfied where I was 
living, I accepted sharing an apartment 
with Buddy arid Raymond Stokely. I 
lived with them for almost a year. 

Now, during a two year or so span 
of time, i talked with Buddy about his 
efforts in the Diplomacy field, and 
have a clearer picture than you do about 
just what happened in the management of 
Buddy's game zine, LA GUERRE. 

Charges of him misplacing players 
orders are certainly unfounded. It 
seems that Raymond Stokely, who had been 
a Guest GameSmaster in Buddy's zine placed 
incoming Diplomacy mail on the stairs 



leading up to his bedroom, and his younger 
sister and mother had a habit of taking 
that mail and placing it elsewhere, 
sometimes not allowing it to surface until 
after deadlines. Sure, one could crit- 
ize Buddy for that, but it was another 
persons doings. After all, has not Don 
Horton removed several gamemasters from 
his zine for causes similar or the same? 
Buddy soon gave up Raymond as a GGM for 

that reason. 

Certainly, Buddy can not be held re- 
spondsible for mail not received at his 
own home, even though probably correctly 
addressed to him; ojr for mail received 
late at his home. That would account 
for all of those NMfc's. Are we not all 
plagued with that ptoblem, still, today? 

Then, Buddy was; accused of stopping 
certain games, while starting up new 
games. Well, when player activity in 
one game stops the flow of moves being 
received, the GM asks the players the 
disposition of that game. When players 
do not respond to Such inquires, the GM 
must take his own action. However, 
Buddy showed me, and I noted carefully, 
that a great percentage of these players 
in the games stopped, actually signed 
up for new games iri Buddy's zine. Cer- 
tainly there were a host of other zines 
around and about iri those days, and cer- 
tainly those playeifs would not have paid 
new money, or been given credit, and 
signed for new gam^s in the same zine 
that was "ripping ^hem off"!!!!! 

Sure, Buddy made his share of adjud- 
ication errors - - - who doesn't? I will 
show you, if you have not seen it for 
yourself, that Don Horton, John Board- 
man, John Leeder, ijJohn Michalski, and 
Steve McLendon, ant&ng other top Game- 
masters, make continual adjudication 
errors, as well as actual typo errors 
in their gamezines. 

However, during one period of time, 
Buddy's life was falling down around him. 
He lost his father and mother in a 1\ 
year time span. His son and sister were 
almost killed in a! car accident. His 
wife was fridgid and actually finding 
time to go places not to Buddy's knowledge. 
His job had a major layoff and he fell 
under the ax. Hisj house was half gutted 
by fire, and his ljower level was under 
two feet of water iat still another scene. 

Yes, he left tjhe Diplomacy scene as 
abruptly as some 33 others that I know 
of personnaly, many of whom took my 
money with them. But, did not Rod Walker, 
the "pot who so otften calls other kettles 
black", fold his zine, amaaingly I be- 
lieve somewhat shortly after Buddy dis- 
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appeared from the Diplomacy scene? 

Now, going back a bit, Buddy had 
suggested that I start my own zine, and 
I felt a liking to do so, so poking 
for a name, and liking LA GUERRE, or 
should I more honestly say that I h ^ e 
not an original bone in ™Y u bod Y f.-f 6 " 
ing names, agreed to use the name LA 
GUERRE", with Buddy's blessings. Well 
all hell broke loose u Ml Everybody 
started saying that Buddy Tretick is 
back? and call out the dogs! I even 
agreed to let Buddy Co-Edit, putting his 
name in print on a couple of earlier 
issues. Well, after seeing the responce, 
and the reactions— well ! I took his name 
off of my zine. 

But, why sould I have done that? My 
God I What on earth did Buddy do that 
was either immoral, unethical, or dis- 
honest. 

I read his correspondence files. He 
most certainly wrote to all players, 
separately, or in his zine, and asked 
disposition of game fees to those that 
might deserve a rebate. Some came forth 
and asked for money. Buddy said he re- 
funded to those who asked, and were due 
money. Buddy said that for the "two games 
for $3.00 game fee, which included sub- 
scription fee" , there was not anything 
due most of the players anyway. After 
all, Jerry, you well know the expense 
of publishing. 

As for similarities in style, I 
copied Buddy's style. At least he has 
style, which I can not say about most 
of the gamezines about. My zine, as you 
will note, is about the most organized and 
best readable of any, and I am proud of 
that, and I am most certainly glad I 
copied someone elses style. 

As for the "handwriting" analysis 
giving my signature, compared to "Buddy's", 
well, good luck. I am my own person, and 
I have my own signature. 

And for the similarities of typewriter, 
shucks! I use a common Sears typewriter. 
I used to repair IBM typewriters and 
understand more than you comedians out 
there about how typewriters shift to 
"cut off the tops of certain letters" 
and the like. "You" people can manufac- 
ture anything you wish to! You have to 
face the "Man" at the gates of Heaven 
one day with your foolish mistakes. 

As for ~£he "identical appearance" 
between the two of us, which some old 
time gamesmaster who lives in Baltimore, 
I don't remember his name, and Ted 
McDonald, one knowing Buddy, and the 
other knowing Bernie. . .which they gave 
each other over the phone, well they 
are close, but just not right on. 
Buddy is 5'3*5" tall, and I am 5 '3" tall, 



a V difference. My hair is dark 
with lots of gray in it. Buddy's 
is brown, with one or two gray haj 

abounding. Complection not ever 

near each other. Size: I am a goc 
pounds heavier than Buddy is, he 1 
somewhat skinny, and me having a t 
And, for those "three boys" yc 
refer to in your letter: Ted McDon 
has met James Alan and Brian Edwar 
and those meetings were at local g 
clubs which Ted frequents and whic 
told me about. He certainly knows 
they are individuals who play Dipl 
in their own right. Eric Ozog had 
cently telephoned my home, during 
face-to-face game, and, on the tel 
extensions, talked with Brian Edw. 
and Steven Andrews, asking them, 
getting their confirmation, that t. 
were who they were, and that they i 
Diplomacy players in their own rigl 
the Diplomacy game, in my zine, 19' 
H. D. Bassett plays in that game, 1 
being one of the finest players to s 
up in my zine. He plays the game .' 
AY. He has received at least one i 
phone call from Brian, to my knowle 
and he has received letters' from Ja 
Brian and possibly Steven. He can 
tainly surmise from those letters, 
handwriting, from text, and tone, t 
they were certainly players in thei 
own right. 

I simply will not subscribe to 
accusations that I am either playin 
three positions in the game 1978 AY 
am governing those three players in 
their play of the game, or am I let 
them have access to my files. 

Those who believe me on the abo 
position vis-a-vie the "three boys" 
now throw in that since they live s 
close together, they certainly act 
one body and makes it unfair for th 
other players in that game. 

Well, Dick and Bob Rieter, livi 
in the same house, never allied wit' 
other. And, I, who play in two gam< 
which James Alan plays, have not al 
with him, much less corraborated or 
cooperated . 

According to James Alan, and I , 
sure that James McCall can verify tl 
since he likes to run his mouth and 
"waste the pen" so much, the two of 
were going to build up the Turkish : 
in 19 78 AY, which country is played 
Steven Andrews, letting this 12 yeas 
boy win his first Diplomacy game. I 
McCall NMR'ed out of the game, true 
form, and Michael Kotin took over tl 
play of Austria. Michael found Ste-< 
and Brian cooperating against Austri 
which I found quite natural for the 
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vival of Russia and Turkey, and bitterly 
complained tcj me. Why, they even saw 
the one move set that would work against 
Rumania and Bulgaria, and used it on 
Michael and took back those centers which 
McCall so carefully stabbed and took. 
Michael said :he would not continue play 
unless I tossed out the other three 
"original players". Steven, a 12 year 
old child, broke out in tears, thinking 
he was doing something wrong, and quit. . . 
and for that,' I owe Michael a busted 
nose, which I may well deliver yet. 

Getting down to the jest of the matter, 
I ask you: What in the hell did Buddy 
do to deserve such punishment? And, 
what in the hell have I done, some 10 or 
more years after Buddy's time, to deserve 
"his" public critism and public scolding 
and public crucif iction. Have not I 
kept my g"ame$ going in proper fashion, 
except for the slow down which was caused 
by the severe winter and non-delivery of 
mail during that bad period? Have I 
made more th&n my share of GM errors? 
Have I been a nasty boy? What is your 
problem? 

Another funny. Some guy, whose name 
escapes me, wrote me and told me that he 
had a friend^ a friend, mind you, who 
called the information operator who con- 
firmed to him that the "unlisted tele- 
phone number", which I use, was listed 
in the name 0f Bernard Tretick. Good 
luck on that: one too . 

For a more delicate matter, one which 
I have been avoiding, since it brings 
back bad membries to me, is the question 
of a birth certificate. Buddy can easily 
locate his birth certificate, since, 
even though he was born in a house, he 
was taken to; a hospital afterwards, in 
Washington D>C. I am not that lucky. 
I too, was born in a house, a rather 
crude house,! I am told, in a small town, 
the whereabouts I do not know. My birth 
certificate pas never a fact to me, since 
my birth, as : i well as all family birth 
and deaths, Were recorded in the book. 
Those records were lost in the same fire 
that killed my family. I was age 3. 

I ask yoia, Jerry Jones, and you, 
Don Horton, land you, John Boardman, to 
produce youri birth certificate and prove 
who you are,; or you will just have to 
stop printing your gamezine and you 
must disappear from a hobby that is an 
American hobby, and is a hobby in a free 
land, and a land where any person whatso- 
ever may play the game of Diplomacy, free 
from harrasm'ent and ridicule, same from 
the actual gllay of the game. 

And I say to you, friend, if Buddy 
himself wants to play the game, let him. 




Why not? Is he poison, or is he a person 
who had his share of troubles in his 
lifetime and needs friends around him, 
and needs the social life given by the 
game of postal Diplomacy. 

And, I say t<5 you, get off my back! 
I am a person in;my own right, I too 
have done wrong things in my life. I 
too have had my childhood. I too have 
thrown rocks through school windows and 
shot B-B guns at ' police oars. I too 
have made mistakes in industry and the 
business world. 'I too have gone to 
church. I too have helped the poor. I 
too have risked ifty life for others. I 
too have contributed to the well being 
and the advancement of society. I too 
have planted goocjl seed on fallow ground 
and replaced mysilf, a son of God. 

And, I say to you, have you bothered 
to look in the mirror lately? Have you 
"cast the first $tone"? 

I am dedicated to the game of Diplo- 
macy, and I have , a fine product. I have 
invested a lot of money towards the hobby, 
and that small $2.00 game fee I charge 
is not going to break anyone. Further, 
I have given $50^00 cash money, to one 
H. D. Bassett, who plays in two games in 
my zine, who is the first player to sign 
for a game in my! zine, to hold in escrow, 
and in trust, to | secure the performance 
of my zine and tljie games therein. 

Bernie. 



( (As you can s^e by this article 
I did receive a reply from Bernie 
in time to, hastily, insert it into 
this issue. 

((It is not for me to tell you how 
I feel or what I \ think. You will have 
to make up your (pwn minds from what you 
read. If you believe, as some, that 
Bernie is Buddy knd that he will not run 
a game fairly thfen I suggest that you 
not sign up for jiis zine, but if you 
believe Bernie a.p.d don't think that you 
will have any trouble in his zine then 
go ahead and sigfi up for one. That is 
a decision you m^ist make on your own. 

((I don't wish; to use up a lot of space 
in future DW' s o\p. the Bernie Oaklyn 
matter. I'm sure that it will be covered 
in postal gamezipes more after this 
issue. I hope that we have at least 
provided a means; whereby we (the DW 
staff) can inforjn players of "potential 
problems" and gijve the "accused" a 
chance to reply.!)) 



jvtail Pouch 



f^number of years ago I heard of a game 
Jailed "Diplobourses." It was an adjunct 
to a postal Diplomacy game in which any 
lumber of speculators were allowed to buy 
and sell the currencies of the various 
Countries, with the understanding that each 
lountry's currency became worthless when 
it was eliminated. Do you know how I 
<Jould enter such a game? : 
i -David L. Ostfeld 

1 ( (I do not know of any game openings 
for the game you speak of but be sure 
4o keep your eye on the variant need a 
lame section. Also, note; that the rules 
lor the game you mention is in the xssue 
«j>f DIPLOMACY DIGEST included in this 
issue. ) ) 
tditor, 

I Can you send me the name and address of 
someone who can send me the name and add- 
fress of the inventor of the variant Jihad ? 
[ -Richard Ware (Retired editor of 

i Voinskij Dbklad) 

I — : 

i ■ 

I ((Two problems here. First I don't have 
the foggiest idea for an answer to your 
Question and secondly you failed to give 
your address. So if anyone out there in 
bippyland has the answer to this question 
hr Mr. Ware's address would you please 
{send it off to me?) ) 

fcditor, 

1 I would be grateful if you could tell 
jne of any Diplomacy organizations, maga- 
zines, etc. in Australia.; I would like 
to try my hand at postal play but there 
may be a problem of timinij if I write to: 
the U.S. 

| -Peter Chalmers^ 

\ ((Once again I'm showing how much I 
Hon't know. I seem to recall of hearing 
of an Australian zine but the name eludes 
me. Maybe one of our readers can help 
bou. Peter's address is i Dept of Path. j & 
Immunology, Monash Med School, Commercial 
|td., Prahnan, Victoria, Australia, 3181)) 

1 ((Hey, I just noticed that there is an 
Australian zine and that the address is 
in the need a game section. (Tau Ceti) . )J 



Editor, 

I see that the circulation of the z 
has plummeted. No doubt this can be 
tribute-?, to the irregular publication 
rate during the end of the VP-r term, 
possibly the deterioration, in the ohy 
appearance of the zine has contribute 1 
notice that you often start typing a 
word on a line, then realize you don' 
have room and retype on the next, line 
fail to erase/white-out the mistake a 
en3. This looks bad and destroys the 
of the reader's attention. All the s] 
ing errors do the same thing; e.g. yoi 
altho instead of although 
thru through 
f undimentally fundamentally 
catagory category 
definately definitely 
strick strict 

I imagine I could find more examples, 
magazine is littered with spelling en 
and I suspect you even "uncorrect" the 
correct spelling of authors in some ce 
That sort of thing is likely to lose y 
subscribers, if it hasn't already. 

The question of the month is a good 

I'm afraid Baumeister's bit about He 
caust was mostly wasted space. He was 
writing a review, I think — surely he w 
have done it differently had he known 
game would actually be printed in nw. 

Berch's review and The Best Choice w 
also good material. In fact there was 
anything that was really bad (though 
Pariah can come close) . 

Two "articles" I might be able to do 
after I've returned to America are 1) 
listing of all "permanent" publication 
(Handbooks, etc.) and hobby officials, 
think something like it should appear 
every issue of DW, as useful reference 
for experienced players as well as nov 
2) an index to past issues of DW, sirai 
to the one printed in number 8 (I thin! 
This could help you sell back issues ai 
would be useful to readers in any case 

I'll also have a couple variants, on« 
using the standard board, the other a i 
board and standard rules. 

Keep up the good work. There aren't 
many people in Diplomacy who could keej 
DW going as well as you have. 
-Lew Pulsipher 



((Your points are valid, It is true 
that there are numerous mistakes inside 
DW. I can only guess, but I imagine th 
issue #21 is worse than #22 and that #2 
will be better than #22. I won't lie t 
you and say that there won't be any Ms 
takes because ...there will be. You will 
able to tell which articles came in aft 



the deadline because of the number of 
mistakes in them. If they are good I try 
my best to use them and they do not get 
proofed as well as they should. On 
the first two spelling errors on your list 
I am going to pass the buck to Mark Berch 
for those but I honestly wouldn't change 
them for they have become fairly accepted 
by most. No guarantees but I will try 
harder to clean up DW. 

( (As for the circulation, the reason 
behind the drop in circulation has nothing 
to do with the errors in DW. When I took 
over DW I began a program of getting rid 
of some of the deadwood that is costing 
the editors of: DW so much money. The first 
thing I did was cut out about 3 5 M.A. 
traders. There were many people on the 
trader list that haven't published in quite 
a while. Then I began to hack away at 
the Canadian and overseas traders. DW had 
more traders outside the U.S. than it had 
paid subscribers. If any of these traders 
showed any interest in maintaining their 
trade with DW I didn't cut it but I had to 



get rid of the 
people who jus! 



expense of mailing DW to 
3t didn't care. But the 
largest cut to the circulation came from 
the gamestore sales. Example, two store 
in San Francisco were ordering 70 issues 
of DW. One store (50 issues) refuses to 
pay for them aind the other (20 issues) 
just returned them. And before I ever 
started two stores cancelled, their orders. 
That's a total of almost 150 copies. That's 
where the cirdulation went. As a side note, 
the circulation of paid subscribers is up 
since I took over DW. 

( (I agree that the "Question of the Month" 
is a good idea but it is only as good as 
the readership makes it. As of this writing 
only two people bothered to answer it. 

( (I want to take the time to say that the 
article written by Konrad was written for 
DW and he knew in advance that Holocaust 
was going to be included in that issue 
and so was his article. 

((I agree that both of the two articles 
were fine one's. As for Pariah, I doubt 
sincerely that there will be any more 
Pariah articles written for DW. 

((Your first idea is a super one. You 
write it and I'll print it (and with no mis- 
takes) I As for your second item, Rod 
Walker says that he has the listing all 
ready. I was expecting to have it for 
this issue, but... Pod? 

( (Thanx again for the comments. I may 
not follow them to a "T" but I'll keep 
them in mind. THANX) ) 



Editor, 

About Lew Pulsipher's article "Computer 
Diplomacy Players" in DW 21: despite the 
success of the chess computer, I am not at 
all sure that Diplomacy can be handled in 
the fashion described. First, it would 
take a lot of time/space on the computer, 
because all of the pieces on the board 
move at the same time (there are hundreds 
of possible opening moves, compared to 20 
for chess) . Secondly, the "diplomatic" 
aspects of the gairie would multiply this 
situation several times over. A computer 
program that enables the machine to ally, 
attack and stab would need to be very 
sophisticated. 

However, I believe a computer could very 
easily be programmed to act as a GM for a 
game. The procedures are quite well de- 
fined by the rules, and I personally have 
developed simple algorithms in the past 
for just such a program (which, unfortune- 
ately, was never Completed) . I would be 
interested in seeing further comment on 
the subject. Perhaps you could mention it 
in a future issue/ or (I cringe at my 
boldness) I could even try to complete the 
program and write yau an article. Inter- 
ested? 

-Carl Frisrom 



((Stop cringing and start programming!)) 



Editor, 

After carefully considering all 
costs I have made the decision to 
start my own Diplomacy Zine but be- 
fore I can get started I need some 
publicity. 

The name of my! new zine is called 
VERRATSPIEL. Foir now it will carry 
only regular Diplomacy games and 
will be published every four weeks. 
There is a $1. 00 j game fee and a sub- 
scription rate is 30C an issue. 
-Robert Francis 
11 Forest Street 
Danvers,MA. 019 23 

((OK. 

( (Also while I am thinking about 
it I have a note: here from Jack Dumas, 
Railroad St., Beirnhards Bay, NY 13028. 
He asked me to p|.ug his zine in a note 
I received from {iim. I'll be more 
than happy to give your zihes a better 
review after I view them. 

((Don't forget when you have 
game openings of! regular Diplomacy 
games to contact! Lee Kendter, Sr. 
(4347 Benner St., Philadelphia, PA. 19135) 
and for variant ^james Robert Sacks 
(4861 Broadway 5V, NY, NY 10034). 



Keeping In Touch 
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I After seeing 30 or 40 zines a month I 
t begin to think that I've seen it all and 
| then along come a zine like CHEESECAKE, 
j Published by Andy Lischett (3025 N. .Davlin 
Set., Chicago, IL 60618) it is definitely 
I a fresh new zine. Print quality is by far 
j one of the best and issue #4 was one o* 
the funniest zines I've seen in a while. 

I If Andy can maintain that quality his zine 

I I will be required for any Dip player. 

ii Other than apples, Washington does pro- 
duce something else. John Kelley (Box 35, 
Klickitat, WA 98628) is trying to prove 
that with his zine THE BEHOLDEF. John 
not only has Diplomacy games but he is 
jialso inserting some D&D info. Maybe we 
lean get some of our players who went to 
the ranks of the D&D back. 

I Two New Jersey zines have folded. 

I COMMAND , published by Dennis Agosta, and 

: BROUHAHA, published by Bob Beardsley, 
are going to that big mimeo machine in 
the sky. Both Bob and Dennis are personal 
friends of mine so I won't get into the 
typical "good luck" statement, they know 

.'.that already. Instead, I'll just remind 
them that there will always be a place in 
Dipdom should, they ever decide to start 
publishing again. 

|; Spotlight Zine of This Issue- Every now 
and again you run across someone whom you 
have never met but you know you'd like 
him. Jim Bumpas is that kind of guy. (I 
know, I've met him and I still like him.) 
Jim publishes LIBERTERREAN and never seems 
to get the credit he deserves. Jim just 
keeps quiet (hah!) and grinds out 123 issues 

| to date. And that's doing it consistantly 
every two weeks (or so) . So if you want 

fa good quick game and GMed by one of the 
best, write Jim Bumpas, 948 Loraine Ave., 
Los Altos, CA 94022. 

I Another zine that is new and is using 
I the "digest" format is K . Arnett's VOLKEB- 
l WANDERUNG. I've just seen the first issue 
| and he is definitely on the right track, 
j: I 'm wondering if the next step is the 
j Guess What the "K" Stands for Contest, 
j Get a sample at 1500 Waterway Circle, 
I Chesapeake, VA 23320. 



From the home of the Toronto Blue 0 
comes a new zine, TORONTO TELEGRAM, 
else can you say about a zine that hs 
but five issues and was rated 21st or 
Leeder poll. A very impressive start 
Mailable from Bill LaFosse (126 Bay 
Apt. 24, Trenton Ontario K8V 1A7) it 
worth a peek. Bill is holding the "L 
some Player Contest" so it might be w 
getting just to find out how you rate 

Two issues ago we ran a variant by . 
Lipscomb and it was very well receive' 
Now it seems that. John has ventured o: 
in a new field, his own zine. He wil 
be running Dip games and primarily va: 
So what does he call it? ASSORTED Ga: 
Printed in nice black ink. (Glad to se< 
Canadians are catching on. Boy will : 
get the letters for that!) Get your < 
copy from John at 1201 Osier St., Sasi 
toon, Sask., Canada S7N 0T8. 

OK guys, I'm running out of nice - 
to say about new zines. Seems like t! 
all started at the same time, but I d< 
know of another new zine, THE FLYING 
DUTCHMAN . Published by Jack Brawner 
Warwick. St., Tallahassee, FL 32304) ii 
has the makings of a good, if not gre; 
zine.; I have a gut feeling about this 
zine and it is that this zine will be 
on a regular basis. No massive waits 
tween moves. If he proves me right y< 
just may find my name in one of his g; 

As if Konrad Baumeister isn't doing 
enough already, he has began another 
(I know, who am I to talk!) Konrad's 
zine:, POLITICIAN, is strictly a varia 
zine ; . His first issue should be out 
day and if you are into variants ask 
Konrad for a sample. (11416 Parkview 
Hales Corners, WI 53130) 

DIPLOMACY WORLD is now accepting apj 
cations for the next planned DW Demo < 
Those of you who are interested shoule 
contact Eric Verheiden (200 S. Azusa 
#2, Azusa, CA 91702) . The exact star' 
date and fees will be provided by Tri< 



THE DOGS OF WAR is (that's right) , 
new zine to make its presence known. 
Daly, the publisher, is not new to p< 
Diplomacy and should prove to run an 
standing zine. ■ This is a zine that : 
deserving a look. The print is clea: 
sharp and easy on the eyes. Fork up 
stamp and check it out. (938 Fairmoi 
Ave., Salisbury, NC 28144.) 
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THE ONLY ZINE TO FINISH IK THE TOP FIVE IN BOTH 1978 AND 1979 LEEDER ZINE POLL IS.... 



DIPLOMACY DIGEST 
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Surprise! No, DD is not becoming a sub- 
zine to DW. This is strictly a one- shot deal. 
I an doing one of the biggest (if not the big- 
est) promotional distributions in the history 
of the hobby. Mailing samples individually 
is inefficient and rather expensive. This 
way I can go piggyback on some unused weight 
in the DW mailing. Besides, I like to try 
something different, sometimes. 

DIPLOMACY. DIGEST is my own zine, devoted to 
the presentation of articles about Biplomacy, 
mostly reprints. The widest possible range is 
embraced. This includes alliances, personalities, 
cheating and ethics, dropouts, cross game allian- 
ces, hobby history, gamesmastering, the play of 
specific countries, humor, houserules, the play 
of specific countries, diporganizations, house- 
rules, puzzles, tournaments, adjudications prob- 
lems, negotiations, press, publishing, ratings, 
rules and rules changes, strategy, tactics, var- 
iants, stabbings, stalemates, villifications and 
tirades, statistics, face-to-face play, and what- 
ever else I can come up with. The articles are 
drawn from my archives; with over 5800 zines it 
is the second largest organized archives in North 
America. There is enough in there to fuel DD al- 
most indefinately, assuming that my wife's plans to 
use the archives to mulch the garden are not 
carried out. 

The structure of the zine does not vary a 
great deal. The articles are the backbone. 
There is also the front page editorial, which is 
normally devoted to other than telling my readers 
what they already know. In addition, a regular 
feature is The Zine Column . This is formatted for 
my discussing what is going on in other zines, or 
about publishing itself. This has included a de- 
tailed -look at one zine,and an"insider*s" view of 
the chfcnges at DW. Other times I have tackled 
controversial hobby matters, such as the investi- 
gative report on the Oaklyn/Tretick business in 
#23, the most thoro airing of the trading vs ms 
debate in the hobby, extensive discussion of the 
new DTRS rating system, and more. 

So that there will be no misunderstandings, 
a number of things do not appear in DD. There are 
no, nor will there ever be any, games. Plenty of 
other zines offer these, and I reccomend some from 
time to tine to* my readers. There are no columns 



of capsule zine descriptions, collections of jokes 
, extensive lettercolumns, bits and pieces of late 
breaking news, coverage of other wargames, frequent 
accounts of my personal life, or airings of my pol* 
itical views. Not that I have anything against 
these, but its usually put into other zimes. DD is 
for the person who wants to read about Diplomacy. 

There are three types of issues. One is like 
this one, a potpourri. More comnon and more popu- 
lar are the theme issues, frequently double. These 
have included Italy (#2), Austria (#16) (with both 
serious and humorous material), GM- player lelations 
(including a f sprint of the famous von Metske- 
Lakofka debate on GM fairness/rigidity, joint or r. 
ders, GMing errors), Villifications and Tirades(#7/8) 
(with some of the hobby's most colorful writers bad- 
mouthing each other) Stalemates (#10/11, the most 
complete collection ever published, methodically 
arrainged, with articles on their use) Face to Face 
(#13), The Replacement Player (#18), and Hobby 
History (#21/22), (O0ps, that GMing one was #U/5) 

The third type are special issues, with all 
original material, usually written by me, or let- 
ters in response to what I've written. For exam- 
ple, #tlt/1 5 had an in depth critique of, and com- 
mentary on, Rod Walker's Gamers Guide to Diplomacy. 
The most unique of these is surely #2572*6, which was 
born in the top board of the final round of this 
year's DIPCON. I collected all the orders. In addi- 
tion, I was there with a tape recorder, and with the 
full cooperation of all the players, tape recorded 
two hours' of player negotiations, as well as asides 
to me, table talk, draw vote discussions, etc. The 
issue has the moves, a full description of the dip- 
lomacy that waa going on, and my analysis of the 
game itself. I have also woven into this a quiz, 
where you can test your ability to deduce what will 
be said next, etc. So far as I know, no one has 
ever done this before. 

The zine has been published monthly, for over 
two years, and is printed via photo-offset. The 
main difference here is the use of a two-column 
formal, which I don't use normally. Spelling and 
typing aren't usually this good either. All sin- 
gle issues (except 1-8) are 11 or 12 pages; > 
doubles are 23. All back issues are available 
to subscribers. There are no trades, one of the 
things that keeps the sub rate so low. 



OH THE FINE ART OF NEGOTIATIONS 

((Negotiating is *t the very heart of the 
game, *et it is only infrequently written about. 
The writer must deal with a twin set of problems. 
If he tries to be very specific, his advice may 
be of value only in limited circumstances. But 
if he is too general, the article turns out to 
be a collection of platitiudes that everyone k 
knows anyhow. And specific techniques are often 
very personal, effective in one person's hands, 
and awkward in another's. 

Anyhow, the first selection is from a letter 
by Alan Calhamer, the inventor of our game, and 
appeared in SerenDip #U1 (30 May 1970) )) 

I have been in a lot of over-tht>-boecd games 
, and I imagine that in every single one of them 
in which I had a beginner on my frontiers some- 
body said to him, "Re invented the game. We've 
got to gang up against hia to protect ourselves." 
I nave overheard these remarks several times. 

I have always gone to the beginner and told 
him taet even a good player will get beaten if 
he is outnumbered^ and hence what he is being 
told is nonsense. The first part of the previous 
sentence is true for all practical purposes, and 
it usually carries the second part, which is not 
strictly true - what they are saying is not non- 
sense. A beginner is always more worried about 
whom to trust than about the board situation. If 
I suspect that this argument is going to be used 
against me I ridicule it in advance while talking 
with the beginner - then when the argument comes 
out, the beginner realizes by actual demonstra- 
tion that I was telling him the truth about that 
player, and what would be said in an effort to 
fool the poor beginner. 

I usually offer an alliance that I believe 
is genuinely good for both countries - necessar- 
ily at the expense of some third country. Any 
alliance with "self- enforcing" provisions in it 
is a good one to offer to a beginner, such as 
"Neither Russia nor Germany will move pieces to 
Bal, Pru, Sil or Livonia." I take pains to e - 
plain that it is harder for either country to 
harm the other in a surprise attack. I than add 
that these alliances usually last a long time, 
which is true, the the beginner has only my word 
for it. The explanation in which the actual sur- 
prise attacks are postulated and he is shown that 
each country will have time to defend itself is 
something that he can verify by his own reason, 
however . Of course I go thru the whole reasoning 
with hia - you cannot guess what key point he 
might miss if he went thru it alone. 

A interesting result is that I get not only 
the alliance, which holds in spit»of the propa- 



ganda against me; but also after that tfr 
er is unwilling to make any deal with an; 
unless it contains self-enforcing provis. 
have overheard them say, "But that treat; 
be self enforcing." Thus they are somew) 
tected against conmen, and they isolate 
ves from the other countries and are mor< 
pendent on their self-enforcing alliance, 
course, once in a while one of them will 
perfectly good alliance in some situatioi 
a self-enforcing alliance was not practic 
in general, so much the better for me. 

I think in my own case the challenge 
type of propaganda was useful in helping 
velope my ability, and I think such a chs 
would be good for the better postal playe 
if they can meet it. 

((To this the editor, John McCallum, 
added. . . . ) ) 

By the way, do we want to protect pi 
beginners or otherwise, against conmen? 
each of us there is one conman that we do. 
want others protected against. 

((Next up is Rod Walker, writing in i 
Archives #127. 1 Dec 1973)) 

TWO FACED HONESTY or 
ONLY MY MUNITIONS MAKER KNOWS FOJ 

In Diplomacy, honest is frequently tl 
policy. Not always, of course, but why qi 
There have been plenty of articles on how 
effectively in this game. Certainly that 
necessary. Honesty, or at least having a 
utation for it, is even more important. 

Diplomacy also affords us with the mc 
satisfaction of being able to tell the tru 
lie at the same time. It is not always po 
to to accomplish this feat of verbal prest 
tation in a game, nor is it always desirab 
but when you can do it, it's beautiful. 

The circumstances under which it is p 
involve two other powers — your ally and 
ally's primary enemy. I have done this a 
of times in a game and each time these two 
battling for the win and my best hope was : 
second. The problem was, had I backed the 
horse? That is, would there actually be a 
would my actions cause a stalemate to deveJ 
Would a stalemate perhaps even be better fx 
point of view? Bone of these questions wei 
in my mind, and obviously the game situatio 
equally unclear to the others — and conse 
a prety large premium was attached to my al 

The situation is thus one in which my 
is not certain he will win and his enemy is 
ious to detach me from the alliance. The t 



ation is to begin switching sides (I need not 
say ((but he will anyhow)) that under appropri- 
ate circumstances, this situation can be parlay- 
ed into a win). It would be foolish not to take 
advantage of this opportunity. But what if your 
ally finds out what you're doing? Aye, there's 
the rub that makes us hesitate. 

The best way, obviously, to insure that 
your ally doesn't find out that you're double 
dealing is to tell hira. The plan, as you present 
it, is to pretend to be looking for a way out of 
your alliance. You treat with the enemy, gain 
his confidence, perhaps do one or two little 
things to "prove your loyalty", and then put 
him in a situation where he stakes all on a 
massive backstab, only to be stabbed himself. 

What you tell your enemy is essentially what 
you've told your ally that you're telling him. 
JOa emphasize, of course, that you can't break 
loose right away, but meed his help to prepare 
for it. 

If you get the result you're looking for, 
you will have some control over what each of the 
other powers does — each will be helping you 
in an effort tip gain eventual advantage over the 
other. Each will feed you information which, in 
certain ocassions, you will pass on to the other. 
Each will, ultimately, will be putting himself in 
a position in which he can be seriously damaged 
thru a decisive betrayal by you. The beauty of 
the situation is that you can betray whomever 
you wish, simultaneously screwing him and earn- 
ing the undying gratitude of the other. If the 
stab is decisive enuf, you might even go on to 
win the game. 

Obviously, this kind of situation only arises 
in games which are very slowmoving, with large 
tactical stalemate situations on the board. Your 
two pasties need to trust you a great deal. This 
will of course be helped by a situation in which 
each is not likely to get anywhere unless he does 
trust you. The ultimate beauty of this is that 
you are essentially telling both sides the truth 
because, at that momonet, you don't know which of 
them you will betray. Of course, it takes a lot 
of negotiating to keep this going, so be prepared 
to write, and write, and write, and 

((The final item is Randolph Smith's "Apres-Stab: 
The aftermath of agression" from his FolSiFie 
#100 (May 1978) (#31 U, 2?5 - 3rd St.. S.E. 
Medicine Hat, Alberta, Canada T1A OGli). I have 
done some editing)) 

...It is rare that conditions permit the 
complete destruction of an opponent who was 
worth stabbing in the first place. Likewise, 
a stab that resultd in an 18 center victory or a 
tactically guarenteed approach to it is equally 



unusual. When one 8 center power stabs an ally 
of equal size rising to 12 while his new opponent 
drops to U . . . the stabber is ctarly going for a 
win in most cases: Why does he suceed so often 
with 1 2 units when 22 are still outstanding 
against him? 

To point out that the 22 are devided amourist 
themselves is obvious. "Stop-the- leader" is one 
of the most common reasons for an alliance, tho, 
and the stabee is a. sure bet to put one together 
if humanly possible. He didn't get to 8 centers 
in the first place by being an idiot. His real 
problem is that his old opponents often - ' are, 
and he can rarely scrape together enough force 
under the control of competant parties to stop 
the steamroller. 1* the average game, this ac T 
counts for the frequent wins from 12 center 
"starts". 

Suppose you've been lucky enough to bring 
off such a stab, and you aren't yet sure that 
this game will take the usual course. Perhaps 
the other players are more capable that you've 
given then credit {§r, or if they're real tur- 
keys, they may drop out next season and be re- 
placed by someone to trample you without even 
moving his feet. . .can you improve your odds? 

Relax. Lie back. R£st your weary bones 
j contemplate your navel. You're not playing 
in the same game as you were before; it just 
happens to have the same players and Boardman 
lumber. Take time to "forget" the old one, in- 
cluding the nasty details of the recent stab. 
Y°u have one unambiguous and realizable per- 
sonal objective — -18 centers — but assuming 
no NMHs it'll take several game years, and pro- 
bably more work, to get there. 

Recognize first that you have two classes 
of opponenets now. The first is your old ally(a) 
, at best resentful and at worst too angry to 
answer your letters (write him anyway for sure, 
even if you have nothing more to offer than an 
apology and an explanation). However, you pro- 
bably know each other better than anyone else on 
the board — if he's a realist (i.e. he wants to 
do as well as possible, and he'll be the first 

eliminated if he fights you, so ) or has a 

heavier grudge outstanding against a third play- 
er, you have a handle for continued limited coop- 
eration. Promise him help against Tom, Dick and 
Harry, and probably second place in return for 
recognition of your new dominance. "Recognition" 
naturally involves no resistance to you; often, 
the terms of the old alliance can be continued 
with a new unit/center distribution and new basic 
assumptions of goals inthe ground rules. Hever 
let such an alliance get in the way of your com- 
plete positional control. You need capture no 
more centers from him, but you must call the 
shots when it coaes to moving into critical non- 
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suD0ly center areas. If a counterstab ever be- 
comes possible without the immediate destruction 
of youTon-again, off-again ally, it will be ex- 
ecrated with gusto. 

Altho you can afford to give your new-old 
allly considerable tactical freedom except on 
your common border (this is a good idea if he's 
receptive to the arrangement, as it will maintain 
his interest) , the "client state" concept is too 
close to puppeting to sit well with some players. 
In that case you must rely on your second class 
of opponent^ that miscellaneous bunch of guys 
you've been battling* all along. 

Tou probably shouldn't have stabbed in the 
first place if you haven't received positive 
feedback from some discrete diplomatic probes, 
altho for obvious reasons, promises made to one 
member of a strong alliance may be forgotten 
once the alliance is no more. (("May" is a bit 
too weak a word. In many cases, the promises 
will have been made solely for the purpose of 
inducing a stab, and thus will be worthless 
once the stab has occured)). Your trump card 
in negotiation with these people is their will- 
ingness to take whatever 1 s offered, sometimes 
known as apathy. Remember, these guys have been, 
for whatever reason, the losers in the game. 
They're not as interested as you might think in 
the outcome, in the 3ense of "I don't have a 
chance, so who cares?" The transition from a 
two -power drive to a one power push As only 
isiportant in terms of the one- or two-year delay 
before their own more limited goals can be 
fulfilled. 

A dynamic and revengeful ex-ally, or the 
strongest power left on the board, is usually 
your only threat here. Its too, too foolish to 
pretend you're not out for a win to anyone — 
but the offer of second place is still an incred- 
ible hope to a small bat pivotal power. Pick one 
who is influential eauf to swing the balance your 
way in a head- to-head match, but too small to 
reasonably expect as good as a second place fin- 
ish even if a stop-the-leader alliance were 
sucessful. Even a two center power may do the 
trick if he can work'undercover", since you're 
mainly after disruption in the enemy rankss You 
can provide the muscle power. There's only one 
problem with a new ally who's too smalls You may 
be unable to deliver second place, or whatever 
, as promised. 

Its quit* important to keep the promises 
you make at this stage, even if it takes a few 
extra game years, unless you're really endanger- 
ing your own chances. A normal stab or other de- 
ception can be accepted by a mature opponent as 
part of the game if your reasons are clear. Once 
he's acknowledged you as the future victor and 
even worked for you to this end, what more can 



you ask? To cut him out of a reasonable . 
just because you're impatient and don't n< 
help any more will leave a bad taste in ai 
mouth. If nothing else, you have your re] 
to consider. 

Along this lino, the "bandwagon" effi 
could be embarrasing. If the opposition : 
devided that you expected, everyone coulc 
your offers! Certainly you must contact a] 
players after a stab, but try to offer th« 
ferent slices of the same pie at first... J 
said, it's a new game, and with your true 
finally on the taule, you can afford once 
to ■ be genuineely friendly. Repeat whaevei 
you started in 19011 

((That completes the collection: nego 
tic-ns with beginners, with your ally's en 
and after a major stab. Hope you found so 
you can use.) ) 

The; Zine Column #17 

Two Zine Polls Arrive 

I assume that the Leeder poll results 
are given elsewhere in this DW, so I won't 
even summarize. I'd like to thank you all 
for your votes, which gave me a tie for 5ti 
That result is gratifying, but equally pie 
is :the large number of you who votei for E 
— 26. There are a few with more, but in m< 
cases they have larger circulations than ra< 

The wlraier was Graustark, barely qual: 
fyihg with 5 votes. Leeder in this regard ; 
"Many will view Graustark ' first place finis 
a fluke... a view which I share. I mean 
disrepect to the zinet Its the most reliab] 
zins which has ever existed. But it seems 
that a top rated zine ought to be able to s 
enuf enthusiasm to generate more than just 
votes. It turns out that there was a very 
correlation between ranking and the number 
votes a zine received. 13 out of the top 1? 
got at least 15 votes." None of the bottom 
zines got that many. 

Finally, I must disagree with the lone 
son who gave me a 9 as a GM. Since I have 
GMed a game in my life, I deserve either a 
never doing anything right, or a 10 for nev 
doiftg anything wrong! 

The 7th Annual U.K. Zine Poll was repo: 
i nK6w Statsman #7, June 1979 (Mick Bullock, 
Hurjery Avenue, Halifax, W. Yorkshire Englai 
HX3 $S . Prices are 12pence plus postage), 
voted, substantially more than in ours, and 
average player voted for more zines as well. 
This wealth of data was combined with Mick's 
penchant for statistics to provide a dazzlir 
collection of different ways of presenting i 
results. Thirty zines were ranked, with the 
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median getting ;U6 votes (by contrast, the largest 
in the N.A. pop. got 32). Results were calcul- 
ated by the average, just as here, with additional 
breakdowns for pubbers and non-pubbers, and a Uth 
list calculating the ratio of these rankings for 
each zine. Alfeo presented was the median, and 
the average of |j the middle 1/3 of the votes. The 
most detailed tor individual zinos was a dis- 
tribution by scores. Thus, for any zine, you 
could see how many 9.0-10 votes were gotten, how 
many 8.0-8.9, etc. My favorite, however, is the 
Preference Matrix. For each pair of zines, you 
could see how jnany people ranked A better than E, 
B better than 'jk, and tied. This list, as did 
others, had aunmary tabulations, showing total 
wins, losses, and draws to other zines. Then 
there were thej positional votes. 30 points for 
the most favorite zine on your list, 29th for the 
next favorite,i| etc. This is flawed by the pro- 
blem of how tojj deal with those who voted for 
fewer than al| 30 rated zines. There were other 
lists as well. 

Anyhow, that should give us N.A. readers 
some taste of jjhow "the other side" does things. 
Interestingly ;;enuf , there was no GMng poll, as 
we had. The dlear winner of the Poll was Peter 
Birk's Greatest Hits , which has been published 
for over 5% ye^ars. He also writes on Poker for 
the zine, and with the apparent absquatulation 
of my favorit^ ( Dolchstoss ) I think I'll give 
it a try (39 Handforth Road London SW9 0LL Eng- 
land.) Beware:; — even with surface mail, British 
zines are mor^ dear than K.A. ones, due in part 
to the disreputable state of the US dollar. 

One type;] of listing that I would think, 
useful would be a high- vote correlate. For 
those who vot^d highly for Zine Z, what other 
zines did tha|, group also rank highly? If Z 
wanted to explmd his sub list, a natural place 
to start woul$l be those zine's sub lists, plus 
the list of those zines which had Z correlated 
with high votfes there. 

New Stat 
faaction 



ian, 



incidently, has' as its main 
reporting gamestarts and ends, just 
like our Erevprthing . #7 has an interesting 
comparison between the first 230 British games 
and the second 232 games, thru April 1979. It 
will give paulse to those who favor the Rocamora 
Toutnament Scoring system becausethey feel the 
need to make correction for imbalances in 
country strenjgth. If you look at Calhamer 
points, all but Russia are in the 52*6-69 
range. If you look at 3 and U way draws, which 
together account for half the draws, all but 
Asutria are ijri the 32-38 region. All wins exc- 
ept I and R ajre in the 1*2-1*9 range. (Those fig- 
ures are for all U62 British games) 

The dat4 will also be scant comfort for 



those who think the^ see big trends coming. 
For example, in DW f22, Steve McLendon said 
"In the past two years the number of French 
wins has been rising steadily. . .France may 
soon overtake Russia in total scoring." By 
contrast, in U.K. over the last (approximately) 
two years France hajs done quite poorly winwise 
ranking dead last -j — even Italy had more wins. 
In Everything #U2, out of 115 games, Germany 
had only fc wins, an|d was last in the Calhamer 
Point listing. By 'contrast, in U.K., Germany 
is second in both yins and CP. Does this 
meant that there isj a new anti-Germany trend? 
Or that there's sonta big difference between 
N.A. and U.K.? Or is it just a reflection of 
the fact that Stev^ McLendon, a positive demon 
with the black pieces, isn't playing Germany 
so much these days?^ Of course not. These are 
just flukes and things evening themselves out. 
Even 115 games is too small asample to smooth 
out the fluctuations. I assure you that when 
the next 115 games ! appear in Everything, G 
will be right back; there in the pack. 

Hm. I do seerjn to have gotten of the subr 
ject of zine pollsi . 

«»XXXMEXXX«X»»)HHHHHI»X*X»«XX«XXX»XXIIXXX'«»X«X»II 



((Recently thtere has been a rash of kids 
born, sired by postal GMs. From Hoosler Archives 
#106 comes a view from tarol Ann Buchanan, wife 
of the (then) editor, Walt Buchanan (1-27-73))) 

HOW TO HAVE A BjfcBY BETWEEN DIPPY ACTIVITIES 

It all started out as a normal dayj dusting 
all the treasures [in the Archives and polishing 
the Albatross Presls (the super-delux A.B. Dick 
duplicator on whijoh the infamous H.A. is 
printed). Next onj the agenda was the mater of 
taking the belovedj Albatross for a walk down the 
country lane and tjhen(ugh) came the typing of 
91 pages of H.A. $pr the next issue. 



it« 



It happened 
lane with the 
was that — no 
it is a contractidn 
finally going to 
1 3 days past the 
ning the Albatross 
pack r>y suitcase 



while I was strolling down the 
Alba'tross tugging at his leash — 
's just my imagination — no 
Maybe the Son of H.A. is 
axrlve, even tho he was already 
deadline for winter builds. Tur- 
around, I headed back home to 



I was greeted at the door by my Diplomacy- 



fanatic husband, 
the Son of H.A... f 



I said, "Guess what! I think 
n 



ahd 



"Guess what! 
ectricity was off 
8:30 A.M. now. 
you should have 
zine. You'd 
to get back on the 



** interrupted Walter. The el- 
for 1*5 minutes and its really 
according to the scheduld, 
already typed 15 pages of the 
better get busy if you're ever going 
scheduld. " 
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"But Walter. I have to pack my . .suitcase! 
1% going/ to have to go to the hospital soon." 

"First, th« typing! You can pack your 
suitcase on your coffee break." 

So, into the archives I trudged to begin 
typing the next issue of H.A. After 3 hours, I 
was allowed a coffee break of 10 minutes. I * 
raced to the basement, grabbed the suitcase, 
dashed up the stairs and into the "bedroom to 
begin flinging things into the suitcase. Just 
as I closed it, I heaxtd the bell that signals 
the end of the coffee break. I neverdid get to 
my coffee. 

"Honey, don't you think that I ought to at 
least call the doctor?" I ventured. 

"Finish the typing first. We have to get 
this issue to press today." 

So between contractions, that were coming 
more rapidly now, I finished typing the remaining 
76 pages of the issue, tod on my 20 minute lunch 
hour I was allowed to call the doctor. He said to 
come to the hospital as soon as I could make it. 
I entered the Archires where Walt was just fini- 
shing running off the last page of H.A. Spying me 
in the doorway, Walter directed, "Get the stapler 
and we'll putthe issue together." 

"Honey, I just called the doctor." 

"Do you realize that our circulation is now 
up to 3k71 And with the SO extra copies I keep, 
that means that we only have to staple 397 copies. 
Maybe we should run off 3 more, and then we'd have 
h00 copies of this issue. .... .what do you think?" 

"Ho»ay, I said I just calle d the doctor . 
He said to get to the hospital as soon as I could." 

"We have to get this stapling finished first." 

"But,Walt,he said as soon as I could getthere? 

"Well, you can't get there until the stapling 
is finished. That'll be soon anuough." 

We stapled in silence for a while. After we 
had stapled about 230, I asked, "How many subscipt- 
ions and all do you have to get the zine sent to 
right away?" 

Walter replied, "AbouK300, I guess. Why?" 

Well, dear, I hate to be a bother, but the 
contractions are only h minutes apart now, and 
the doctor did say to " 

"We'll get there as soon as we can. Isn't 
that what the doctor said? Don't you know this 
H.A. must go outran scheduld?" 

A short while later I ghasped, "Honey, can't 



we go? They're coming every minute and a 1 
now! " 

"Only 10 more to staple and then we'll 
Get your suitcase and carry it to the car. 
carry the box of valuable H.A.s to be mailt 
there a mailbox at the hospital?" 

"I don't know, " I replied, lugging tt 
case toward the door while putting on my cc 
Let's go I" 

"Well," Walter pondered. "If you don' 
whether or not there's a mailbox at the hos 
we'd better not take a chance. We'll stop 
postoffice on our way to Indianapolis and it 
the zines there." 

"On our way!" I screamed. "But that' 
miles out of our wayl" 

"It'll just take a minute? Walter assu 

And thus we left the h juse, taking the 
cut" thru Lebanon in order to mail the prec 
H.A. At this point the contractions were c 
every minute ! ! 

After making a stop in Indianapolis to 
more ditto paper (good grief!) we finally a 
at the hospital where I was rushed to the d 
ery room and five minutes later the Son of : 
was born. Walt's first words to his new sol 
began this ways "Now Bill, if you're playin; 
tria in a game,: the first thing for you to . 
to ...." 

The poor boy just looked bewildered. ] 
that day, Walt or returned to the hospital a: 
work, bringing presents for both Bill and m; 
For Bill, he brought a miniature Diplomacy : 
complete with miniature conference maps and 
supply of postoards and writing paper. For 
Oh, yes. He brought me a present I would r« 
use and enjoy -i — a new ribbon for the eletj 
typewriter! Help, I'm trapped in the archil 

(Note: For t*«» record, Walter says I'm 
aggerating — that he actually forgot to ms 
the HA until the next day. And as a final r 
on tHe progress of putting out H.A., you she 
see how adroit I've become at Balancing Bill 
my lap while giving him his bottle and typir 
the H.A. at the same time.) 

((Scattered thruout the dippy literatur 
is a variety of proposals that never got off 
ground. Here is one, from Lerry Peery, from 
Xenogoglc, Vol 5, #U.0, 1U Dec 1972.)) 

TTT PUBLICATIONS: A PROPOSAL 

As our last offering to the Diplomacy c 
munity at large we make the following propos 
That the international Diplomatic community 
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(Yea! That same group of unknowns who proposed the 
Johnny Awards.) $rea.te, establish, and maintain, 
a Diplomacy Hall of Fame. 

This Hll of Fame will honor two catagories of 
people: publishefs/gamesmasters and players. 

That members of the Hall of Fame (HoF) be 
elected by the publishers active in the hobby 
at the time of election by secret ballot. 

That candidates for election to the HoF in 
either catagory io longer be active in the cate- 
gory for which they are nominated, and have not 
been active in sikid catagory for a period of one 
year prior to tfceir nomination. {(Why? If they 
are no longer publishing, the odds are they are 
out of the hobby, in which case they probably 
won't care. This is akin to awards that are only 
given after the recipiant is dead.)) 

That elections be held during the month of 
April, of each yiear, and that a committee of prom- 
inent Diplomacy Publishers be established as an 
ongoing screening and e ections committee to 
supervise and conduct said elections. 

Taa the purpose of this HoF will be to 
perpetuate the memory of past Diplomacy greats 
by memorializing them in this HoF and that the 
HoF establish, within the Diplomacy Archives, 
a record on each] member to include! Arecord of 
all games and/or magazines published, a short 
biography, a photograph, and whatever materials 
shall be deemed ^appioprite for the Hall. That 
these materials will be open for inspection to 
all mem bers of the International Diplomacy 
community seeking to learn the history of the 
hobby. 

That for the first election, a committee 
consist ing of $ individuals of prominence 
including one officer of the IDA and one of the 
TDA, and three other members at large, be soli- 
cited from volunteers. 

This committee shall seek knowledge of those 
past active in the hobby but no longer active 
and willsolicit from current game smaster s/pub- 
lishers a list of prospective nominees. That 
this list will be narrowed by the committee to 
35 ((II)) names, and that of these, 25 will be 
elected, in the first year, to the HoF. 

Thereafter, each year, only two ambers 
may be elected to the HoFj Those being the 
highest vote getters amoung those voting in the 
election. Ballbts will be printed, distributed, 
and tabulated by the committee. 
:::::::::::::: : t !::::::: s :::::::: t :::::::::::: : 

((Since DJj,bas the longest running tradition 
of running a d"emo game, and since this DP 
will be printed therein, it seemed like a good 
place to reprint this article by Francis 



Mcllvaine from Impassable #k9, 11* April 1975)) 
Demonstration games are Misnamed I 

My last article for John ((Boyer, editor 
of Impassable)) talked about demonstration 
games. It appeared to be saying that the demon- 
stration games are more valuable to the good 
players (as a means of getting great competion) 
than for people to learn by. This is very truej 
the current crop of demonstration games aren't 
worthy of the name. The so called demonstration 
games are interesting in th«nselves, and the com- 
mentary is very good in itself also, but it does- 
no t demonstrate the vital aspect of the game at 
all. What does a demonstration game really demon- 
strate? I would thiiik that it shows a very im- 
portant part of the game, and a point that every 
person playing should strive to become proficient 
at, namely, looking at gross moves and deducing 
what is really going on. When you are playing in 
a game you have the letters you receive to go on, 
, you also have your own plans down pat, so you 
have a better perspective on toe situation. 
Against this, in a normal game you will be totally 
unfamiliar with the players you oppose (or at 
least some of them). The "expert" commenting on 
the game knows the players involved and makes in- 
tellegent guesses as to what they are tying to 
accomplish. ((I disagree. The commentator may 
know little or nothiftg about the particular play- 
ing style of most or all of the players, or what 
he does know may turn out to be irrelvant ) ) . He 
may get this information from the players invol- 
ved, but I would think this would be somewhat 
unusual. He gets it from watching the moves and 
the press j( this is how I've operated in my pos- 
tal commentaries when I've done them.)). 

If he can do this, so can you. When I look 
at the demonstration game in Ig, or someplace 
else, I first set up the Doaraand make the moves. 
I don't look at the expert* commentary. I then 
try to decide what is going on, and after I have 
made that determination I look at the expert 
commentary. ((This is exactly , the procedure that 
I have always used for the DW commentary, and for 
just his reasons:)) How, the thing to look for is 
not if he is right 6t you are right, but rather 
why you disagree. Is it something you missed? Is 
it something he missed? Or is it just a question 
of your putting a different "weight" on some of 
the events where he felt otherwise? This is where 
you learn. You look into the thinking process of 
somecne picked especially for his ability to per- 
ceive this sort of thing and you can pick up poin- 
ters. I have, and now when the expert and I dis- 
agree it is more likely because he knows the play- 
ers' reputations much better than I do. 

If these games do not do the primary job of 
demonstrating what does? Well, to know what 
really went on, you must have a synopsis of 
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the letters that passed between the players and 
the thoughts of the players involved. Only in 
this wqy can you really find out what was in 
their minds and how the game actually went. I 
have seen only one game done in this manner in 
the 197U IDA Handbook ((by Doug Beyerlein, on 
197ECR, a DW demo game in which he played.)). 
This was a very fine job and yet even it was 
incomplete ((not everyone sent in correspon- 
dence, and there was heavy use of the telephone)) 

Some players were hesitajit to send in their 
negotiations and ideas. I can see their point, 
because such a study really allows one to "see" 
the thought processes of these players and, as 
I have said many times, the more you know about 
your opponents, the better you will be able to 
play against them. If a person accepts a berth 
in a demo game I would think that he hae an 
obligation to turn these things over to the per- 
son gamemastering the game (if this is a condi- 
tion stated in the beginning of the game). How- 
ever, merely picking seven players and throwing 
them together does not make a great game. No, 
the seven know each other too well, and this 
rea lly affects the outsome. In 197U FK there 
were "permanent: enemies" and such nonensense, 
something you will not find in an average game. 
I have read that the "press war" games that var- 
ious people have tried to set up, by the simple 
procedure of plaing seven know press writers 
togetherhas been less than a: great sucess. A 
game is not automatically great because there 
are good players (altho I suspect that the 
cahnces of having a great game are much higher) 
, it is something that jast happens (born not 
made). ((The "Fress Game" that was set up in 
Claw and Fang hasn't, in my judgement, produced 
much in the way of good press)). Games that 
are outstanding should be reviewed after the fact 
and all information possible should be gathered 
by them and then published. Who decides what is 
a great game J Anyone that is willing to do the 
work in getting the data together and publishing 
it can decide this. This is; not the entire 
story in Diplomacy for there is more to the game 
than one outstanding game... At the very least, 
you would have invaluable information about ? 
people that could otherwise be only gathered 
by playing with them (and perhaps finding out 
the hard way). Reputations are easily made and 
not always correct. Suppose a player stabbed me 
in a game. I write a tactical article showing 
how X really stuck the knifeiinto me. Impassable 
has say 1li0 people reading it, and now X has 
picked up a tarnished reputation. Even if I am 
somewhat mistaken, or if X lias only stabbed me 
in all ((sic? was"one" intended?)) of his games, 
there he goes. There are more than one kind of 
stab anyway, but this is off the subject. Looking 
at a demonstration game is a much better way of 
evaluating someone than reading an article that 



says that X stabs too much ( (not necessiar 
One demo game may prove nothing, since th 
player may have been atypically. Besides, 
many people learn from their games, so tha 
game style may evolve. On the other hand, 
the article is backed by examples from lot 
games, it might well show that the guy rea 
does stab an awful lot, or may give some i) 
sights into when the guy actually stabs.)) 
Also you might see that something that you 
eve is a fairly innocent move is thought b; 
least a few people as a very threatening ai 
This type of analysis can be of use to the 
majoiity of players and it is my hope that 
the very least one such game is printed in 
every IDA yearbook. 

((Frank touched on the subject of pla; 
reputations in his above article, so I've : 
ded next an exjcerpt from one of Lew Pulsipl 
Verhandeln columns, a potpourri article fn 
Impassable #62, March 1, 1976)) 

...Have yjou noticed how people talk s< 
times about player reputations, as tho you. 
could lose a reputation once made. Actual] 
quite difficult. Those who criticize peop] 
not entering tournaments "because they're t 
to lose their reputations" aren't thinking, 
anyone ever suffered a decrease in reputati 
from losing? Not that I know of. Tournam« 
can only help your reputation, not hurt it- 
Doug Beyerlein or Edi Birsan doesn't win th 
annual FTF tournament, «r even come close, 
say so what, tjhey had bad luck with novices 
something. That may be true, but the poinl 
the excuse is alwajry ■ there, no matter whai 
real reason majy be, and so reputations don 1 
fer. Relative unknowns can gain a reputatJ 
(or be confirmed in lack of reputation or i 
bad reputation) — how many people knew wt 
or Wartenburg were before CITEX? — but tk 
all. Once you're on top, then there's alws 
available the [excuse that people are gangir 
on you because; of your record, and that's * 
you don't do w^ll anymore. There is some i 
to that, but sometimes it is more a result 
one's playing style. For example j.fBrenton 
Ploeg, the infamous stabber had continued j 
probably he wolild have had a difficult time 
Would it have been because of his record or 
cause people knew he couldn't be trusted in 
long run. I think Edi Birsan is a good exa 
of a person whose playing style, not his re 
finally caught up with him. ((Oh? Birsan' s 
swansong was 1976BG, a DW demo game. His r 
a stabber didn't prevent him from taking bo 
Tri and Vie in FOT on his way to a spectacu 
Italian victory. ) ) Other people with very 
records, but wbo have not used the iabbing 
or another style not calculated to make fri 
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continue to do well despite the tendency of peo- 
ple to gang up on those with good records. 
lllllllllllillllllllillillUllllllllllliillilill 

The Zine Column #18 

ARE THERE TOO MANY ZINES?? 

Traditionally, the number of zines has been 
considered one of the indicators of the health 
of the hobby. This seems sensible: We are ctje- 
eredby the birth of new zines, and saddened by 
the dea. th of most zines. Yet, I think its not 
so simple. Suppose we took the best, oh, say, 
25 zines and left than alone. And suppose we 
could magically take the remaining X zines 
and combine them pairwise into X/2 zines. We'd 
have fewer, for sure, but I think that the hobby 
would be less well off with the X zines. 

The hobby has had hords of minor zines which 
never went anywhere, which could never generate 
enuf support or momentum or which just collapsed 
when the first serious obsticle was reached. 
Names like Aeolus. Ami bus, Carpetbagger. Diplo- 
macy Baron, Evenings Empire , Ginnungagap, Hedian 
Record, Ho3ti^os mean nothing .to virtually all 
of you, nor will they ever mean anything to any- 
one but archivists. These and scores of others 
never got beyond a dozen or so issues. I have 
no idea why they failed. But I feel quite sure 
that in some cases, if there had been two people 
running the zine, that many would have suceeded, 
and some would have relly prospered, there would 
have been fewer abandoned games and all the dis- 
appointment that goes with it. 

The reason is simple enufi Putting out a 
zine is a lot of work. With two people sharing 
the burden, there's less for each, so its less 
likely that someone will be overloaded. If some- 
one is unable to meet his responsibilities for a 
time, he has a backup. People can specialize, 
doing what they like to do while their partner 
does what they do not like to do. One can spot 
the blind spots of the other. Sure there are 
inefficiencies as well, especially if the people 
live in different cities, but having the work 
split two ways could easily mean the difference 
between sucess and failure. 

There have been some interesting experiments 
along those lines. One of the earliest was 
Lonely Mountain, which for the first U6 issues 
was Charles Wells' zine. With #li7, Terry Kuc&'s 
Thulcandra went under the LM umbrella, and he 
handle* the finances for LM as well. Cochran 
and Lindsay also ran games, and David Johnson 
was to run the Postal Parliment games, and han- 
dle ratings 6s well. Wells would run games and 
publish. LM appeard about every 6 weeks, with 
the games appearing in two or three seasons with 
each issue, reprinted . Somewhat similar to tnBB. 



This lasted less than years. Two editors were 
announced as leaving in #55, which turned out to 
the the last sue — a hard fall, as none of the 
LM games were rehoused. 

A more sucessful example of a real team eff- 
ort is Paroxysm . It began with three editors, 
Doug Ronson, Harry Drew3, and Robert Correll. 
When it ended with #57 all three were still aboard. 
12-1U page issues came out every two weeks, with 
Robert and Douf splitting the publishing duties, 
alternating issues, with Harry doing a great deal 
of writing. I believe that three week deadlines 
were used, so the games were staggered. Another 
very excellent team effort was the highly enter- 
taining J anus, in which John Gross and Cal White 
alternated publishing issues. Originally there 
were four members to the team. These zines are 
only two of many team zines from Canada, which 
includes Arrakis and Cum Grano Sails as well. 

An interesting plan is being pursued by Fran- 
cois Cuerrier and Pierre La Breche, Jr for jointly 
publishing a French language zine. Pierre does 
the GMing, and handles Cheas; wargaming, humor, etc 
while Francois writes the dippy material, possibly 
do some variants, and does the publishing. Since 
they live indifferent cites, Pierre will mail in 
the written material, and phone in the adjudica- 
tions. They have a plan for dealing with a rup- 
ture should it occur, how the $ is to be handled 
— in short, it seems Very well organized. Its 
just getting started, and it will be interesting 
to see whether this particular type of hybrid 
sjyle will work out. 

Of course, there are som e fairly apparent 
potential drawbacks — - time and expense of 
conarmnicatingfor one. But then -you need buy 
only one duplicator. There will be some loss 
of autonomy, a loss of its-my-zine-and-I'll-do 
-it-my-way. But then sometimes from synthesis 
comes more than two persons alone could produce, 
synergism is possible. 5 

There may be a mini-trend going in this 
direction. LDNS is produced by Pat and Jerry 
Jones. Dow n Alien Skies has been revived by 
another husband and wife team, Nick and Audrey 
Shears. Such teams are not unknown in the past. 
Hoosier Archives had considerable input from 
Carol Buchanan, who did the typing and was quite 
interested in the press aspect of the zine, and 
wrote for it. 

Anyhow, I hope that those of you who are 
planning to start a zine will consider seriously 
doing it as a team. See if you can find someone 
local who'd like to take on some of the respon- 
sibility. You might easily find someone who 
doesn't want the responsibilty of putting out a 
zine but who can be depended on for some aspects 
of the zine that you'd really rather not do! 
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That concludes this months heresy. Stay tuned 
for a future column in which I'll expostulate 
that people play in too many games, Russia 
has too many centers.... 

iiiiililliiUilillUiiiillliliiillilllUllliiil 

((Variants have been published in DD, tho 
not those requiring a map. What follows is not 
stictly speaking a variant, but a companion game 
to a regualJtr (or variant, for that matter) game. 
I don't know that any of these are being run at 
the moment, so perhaps this will spark some in- 
terest. A variety of different rules have been 
used. These come from The Po^ch #i»9 11 Feb 197k)) 

1. Each player starts out with 1000 units of each 
currency: Pounds, Francs, Lira, Crowns, Piastres, 
Roubles and Marks. All are equal in value at the 
start of the gams 

2. Deadline for Bourse orders is the same as 
deadline for the Diplomacy game. Orders are in 
two parts: Buying and selling. You must always 
buy as much as you sell every turn. This is most 
important — see below. 

3. At the start of the game, one unit of each 
currency is worth one dollar. However, each time 
100 units of any currency is sold ((I assume he 
means net sales)) its value in relation to the 
dollar drops 1^. Thus if in the last season the 
net total of everyones orders resulted in 500 
more marks being sold than bought, the price for 
the next season will be one unit equal 95^, or 
100 being equal to$95. Each time 100 units of 
any currency is bought, the price in relation 

to the dollar goes up 1^. 

h. You must buy as much as you sell in rela- 
tion to dollars. For instance, if, on the sec- 
ond round, you sell 100 Lira worth $110, you 
must buy, e.g., 115 marks (115 x .95 equals 
$109.25 — all fracctions are lost). You must 
do those computations yourself, and you must do 
them ob your orders so that they can be checked. 
If there is an error, as much as is possible will 
be bought for you. 

5. If, for example, 999 marks net are bought, 
the price goes up only 9i — all fractions lost. 

6. At the end of the game, each player's value 
will be computed as follows: The number of sup- 
ply centers each player owns times how many blo- 
cks of 100 units you have of its currency (frac- 
tions will be carried) Thus, if England wins 
and you have 2000 po unds (assuming she has 18 
centers) you get 160 "credits" for England. The 
one with the most credits wins. Obviously, once 
a player is eliminated from 4 Diplomacy game his 
currency becomes immediately valueless andall 
trade in thyt currency ceases. 

7. You may never sell more than 500 units of any 



one currency in a given season. You may buy 
much as you can. 

8. Each season the GM will list who sold an 
bought what, old price, net change, and new 
price in a convient table. He will also lis 
the holdings of each player in the game as t'. 
now stand. You must do your own computation 
find out how much you are worth in dollars ai 
how much the other people are worth. 

9. Unless a country is eliminated, its curn 
will never drop below unit = 1^. The value ( 
the currency in the other direction has no 1: 

10. Anyone may join the Bourse at any time ai 
receive 1000 of each currency still availabl< 

11. No conditional orders will be allowed. 

((I'd suggest that before you try to rur 
one of these you call for critical comments, 
see if any loopholes are flaws can be found, 
personally think Rule 10 should be dropped . 
players strategy can be based on the number c 
players in the game. E"d also suggest a limi 
to the number of players in a Bourse — if tl' 
are too many, open a second Bourse. This is 
good way to spark reader interest in a game, 
especially a demo game. The players in the g 
should not be allowed to play in the Bourse; 
erwise the game may be considered a variant.) 

((Ever wonder how to get a good press- in 
action going amoung the varoius players? A c 
mon approach is to spew forth some insults an 
see who responds. Another is to start a stor 
as may have been tried in this, which appears; 
with the S01 moves in 1976AB, in 1901 and al 
that #59 (13 Feb 1976). The author is uiicTear 
two of the games players were John Piggott an 
Pete Swanson, who played G and R respectively 

John awoke. He quickly realized that he was 
encased in a coffin-box; the top half was 
transparent and in his first few glances, he 
saw little else but the sixother boxes, each 
with an occupant. As he shifted his head to 
have a closer look, some switch must have beei 
tripped, for the top of his tomb swung up- 
wa rds noiselessly. Quickly, John scrambled 
out, already claustrophobic. His fear and 
amazeijient mounting, he quickly rushed to the 
other boxes, peering into each one, desperated 
lookiftg for another to share his trepidation. 
He gave a small jump for joy when he recogniz* 
the blurred shape of one of the reposing figuj 
Almost manically, he pounded on the top of ti 
top of the recepticle, sobbing. Magically, tl 
t op opened, and the recumbant being stirred. 
Dragging the hapless victim from his resting 
place^ he embraced him. 

"Pete, oh Peter!" he wept, attempting to 
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revive his companion. Swanson (for twas he) re- 
gained consciousness under the assault, and as 
he realized the: juxtaposition of his mentor, he 
struggled free.; 

"Gerroff ! Piggott! Wha where are we? 

What the hell's; going on?" 

"I don't know. I just.... awoke in the box 
over there - I don't know how I, or you, got 
here, nor where in heaven's name this place is? 
said Piggott, calming down. "Say, maybe this is 
heaven ": 

"Don't be jridiculous, " gulped Swanson. "What 
are we going toi do?" 

They both looked toward the other five boxes. 

((An invitation, eh? In the next chapter, 
Piggott grew fangs, had a craving for blood, and 
"lurched towards Pete's throat." Do you think 
that this just might be related to Piggott 
opening F Kie-flal and A Ber-Pru, and grabbing 
at War in F01, even as Russia moved A Sil-Mun, 
but was s' t ood c-ut of Mun, by France 1 Boththe 
game and the priess had gotten off to a good 
start in this dne.)) 

((The final item for reprint comes from 
Ethil the Frog #1*3 (7 Feb 197h). If some of you 
recognize your | self in the description of Andy 
Davidson, I hope you will swallow hard, and re- 
cognize that no publisher survives on cheques 
and orders alode. Author is John Piggott.)) 

AN EDITORIAL BITCH 

In Grafeti 2$, Brian Yare discussed the 1st 
Ethil player pdll. Here's what he said: 

"Andy Davidson will win this poll because 
he will get fii-st vote from all or most GMs. Why? 
Not because of any great skill on his part, but 
parely because ; he is so considerate of them. He 
never misses his orders, even tho he is in 50 
games. He always writes clearly, nameing the 
game and season. Different games always get 
different sheets of notepaper — not the nearest 
scrap of computer printout. The only grouse we 
have is his lapk of press, but we'll forgive him 
that because of his great care he takes over his 
orders." 

The great! Davidson myth strikes again I What 
thaumaturigicap. machinations does Andy utilize 
to drive nonnlly sane people into parojQrms of 
illogic when they discuss him? What indeed does 
anyone see in him? Today, Ethil the Frog clears 
away the contradictions and explores the hidden 
depths of this] paradoxical character, shouldering 
aside the mysteries in an unprecedented expose 
of his private partsj 

There are two possible reasons for publish- 
ing. The firsit is to make a financial profit. 
Amateur publishers such as those in the postal 



games field don't make much profit, and such 
money as is taken in normally covers only the 
cost of paper, stencils, postage and such. 
These amateurs publish for the response they 
get, thru the mails; the more interesting the 
response, the greater the incentive to get the 
donkey work of stencilling and duplicating done, 
to bring out another issue. And if a gamesmaster 
doesn't get much interesting stuff in return for 
his effort, he might as well forld the sine. 

Here is a catalogue of Andy Davidson's ac- 
tivities in the postal diplomacy field: 

1 . He writes no interesting articles 

2. He writes no interesting letters of 
comment 

3. He writes almost no interesting or fun- 
ny press releases 

U. He produces no zine to send other pub- 
lishers in trade 

5. He writes masses of sets of orders, thus 
increasing the boring work involved in adjudica- 
tions (one of the most tedious tasks). 

He doesn't seem to do much to justify his 
existance in the field, does he? Did you say 
Andy was "considerate" to us, Brian? 

I'm not only getting at Andy here, tho — 
the description above could apply to any nuaber 
of players. And at least Andy doesn't make a 
habit of missing deadlines, and he writes his 
orders in a decent format which many players - 
could do well to imitate. But he is by far the 
biggest sinner in that he plays in so ma*jr gaaes 
without contributing anything of real interest 
to read. I mean, moves aren't really vitally 
fascinating, as I've mentioned in several issues 
of this rag. 

The point I"m making, is that the readers 
of any amateur publication can be devided into 
two classes: Those who would be missed if they 
dropped out of the hobby, and those who wouldn't 
. The members of the former catagory can be 
listed by a glance thru the columns of previous 
issues of this rag, and a peek at an issue of 
Games Openings for the publishers who trade with 

me. People who do not appear on the list 

well, if they don't want to contribute I don't 
really see what they're doing here anyway, be- 
cause postal Diplomacy as such could not exist 
in its present form without the cultural inter- 
course which goes on between the more active 
people here. Even a short note from time to J 
time telling me whether you enjoy certain parts 
of the thing is a great comfort to ye Editor 
— so how's about hearing from some of the 
more little known of youse lot, eh? ((AMEN!)) 
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{continued from page 1 ) 
! Well, now that that's out of the way, we 
O^n get down to business. There was quite a 
bjit of response to the Berch Tournament Rating 
System, and the discussion of it in #2U. There 
lis not the space in any one issue to cover all 
of it, so this discussion will be somewhat 
piecemeal in this and coming issues. 

One important question is what style of play 
is adopted by the players in the tourney. An in- 
sight into this comes from a letter from Bob Ser- 
geant, a sucessful postal player: " I played 
(and a lot of other people played) to prevent 
anyone from getting near 12 centers. I was suces- 
$ful, in that I participated in a li-way, 5-way and 
a 6-way draw, but what use was that?" 

What use indeed. I mean no disrespect, Bob, 
ijwt yom(and those who played like you) got exactly 
what you deserved. You played for a draw and ' 
■that's exactly what you got — three of them. So 
ghat's your beef? But you wouldn't catch me 
jblaying that way. Nossir! In the highly competi- 
tive, time- shortened world of tournament play, 
this boy's gonna play to win . That means I try to 
feain some allies (or maybe just one) and start to 
Weep the board. Once we're in control, m aybe a 
stab will occur, or we'll melee for the victory, 
fc>r perhaps agree on a draw. Note that in helping 
fay allies, I substantially increase their chances 
for winning, in contrast to Sergeant's approach. 
But it also gives me a reasonable shot at a win, 
Wid I value that chance high enuf to accept the 
fisk that I"ve only helped someone else's win. 

: Incident ly, not everyone agrees with Bob 1 s 
janalysis. Ben Zablocki, the winner, drew the op- 
jposite conclusion, feeling that draws were almost 
[worthless, and thus evolved the coin-flip strategy. 
|In fact, this has been one of my fciggest problems 
in dealing with the considerable criticism tjjat 
BTRS has generated. I have been repeatedly whip- 
sawed by contradictory criticisms. Another exam- 
iple is the reduced victory criterion, which for 
the 1907 deadline we were stuck with was 12. Cos- 
itikyan and others don't accept anything but 18; 
jLinsey thinks the idea is OK but likes his method 
iof calculating it better. And Richard Martin, one 
of the players on the top board, suggests that it 
should be lowered . And so it goes. 

But this debate is very healthy. Ultimately, 
j people are discussing why they play Diplomacy, and 
iwhat consititues sucess — basic issues. In a 
| future issue I will print Greg Costikyan's stout 
] defense of the Rocamora system, and my comments on 
| it. Greg will be submitting that system to DIPCON 
XIII, as will a modified BTRS> and Bruce Linsey's 
| Others like Russell Blau are perfecting theirs. 
| People are writing and talking and thi3 is good: 
| May the best system win!! 



Another item moving into the spotlight i 
upcoming Postal Diplomacy Tournament. The or 
izers are putting a lot of care and attention 
this, to avoid the problems that foiled the 1 
two attempts in North America. While I agree 
the great majority of the decisions that I ha 
been made, I have a very fundimental disagree 
about the structure of the games. The preser 
(as of 8-21*) plans are for one round of three 
games. These would be scored by the Dragon's 
Teeth Rating System (a sensible choice) to gi 
the winners. 

This is no way to select a champion or c 
pions. Would you pick a pro football champ 
just counting points for and against? A Boxi 
king by taUjdng his knockouts? Of course no 
and you can't do it here either. Dippy games 
not equivalent or equateable. There is only 
way to choose a real Diplomacy Champion: Put 
7 "best" players into one game and see what h 
pens. Otherwise, you have the very real risk 
the winner will just be a good player who hap 
ed to have lighter competition in his games, 
will not be using standbys to replace dropout 
which will produce somethat less even games. 

I suggest a qualifying round of two game 
The seven best scores would make it to the ch 
pionship game. That would make a fine game f 
commentary, perhaps a Bourse, and as much hoo 
as the hobby wants to give it. It assures th 
if there is a winner, he will have been someo 
who can triumph over very strong competition. 

There is another very serious drawback t 
the present 3-game plan. I am of the school 
believes that when a game starts you sit down 
right away and write all six other players, 
will be short and some long but^they all must 
written. I don't know about you, but I would 
find the prospect of having to write 18, lette 
immediately quite dismaying. And since you s 
always reply to your neighbors as soon as you 
from them, thats another 10 or so letters 3 o 
days later. There is no time to be leasurely 
games will be on three week deadlines, and it 
likely that no phoned in orders will be allow 

This is no way to encourage good negotia 
The typical player will either be forced onto 
phone, or is going to have to cut a lot of co: 
And heaven help him if he has some other game 
around then, or has_ to publish a zine. The o: 
izers are concerned about balancing what coun 
people get. After all, only one person can p. 
Russia in the Championship Game; one will get 
But the country you get is much less iraportan' 
the diplcwcy that you do, if yoVL think 3 trii 
games starting at once is too much, or that a 
game is best, write Bob Sergeant 32l|2 Lupine ] 
Indianapolis, IN U6221*. 
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NEED fl GAME? 



REGULAR GAMES : 

Claw j Fang : Don Horton, 16 Jordan Ct., Sacramento, CA 95826. 

Eggnog 1 : Konrad Bauneister, 11416 Parkview Lane, Hales Corners, 
1 . '71 53130. 

Liber ierrean : Jim Bumpas, 948 Loraine Ave., Los Altos, CA 94022. 

The Hying Dutc hman: Jack Brawner, 2056 Warwick St., Tallahassee, 
? ' FL 32304 . 

Envoy :; Roy Henricks, PO Box 34277 , Richmond, VA 23234 . 

Toronto Tel egram : Bill LaFosse, 126 Bay St., Apt 24, Trenton, Ont, 
1~ ~ K8V 1H8 CAM ADA 

Assorted Garbage : John Lipscomb, 1201 Osier St., Saskatoon, Sask 

S7M 0T8 CANADA 

V'olkejrwan^erung : K. Arnett, 1500 Waterway Circle, Chesapeake, VA 23320 
Puritania : Tony Watson, 201 Minnesota, Las Vegas, NV 84107 

VARIANT GAMES : 

Urf furfal : Gregory Costikyan, 1675 York Ave., NY, NY 10028 
Youngstown ($3) and Machiavelli ($1) 

Bushfacker : Fred C. Davis Jr., 1427 Clairidge Rd . , Baltimore, MD 21207 
standbys for Small World II (in progress) 

Tau Ceti : Larry Dunning, 46 Holmesdale Rd . , West Midland 6056, West 
Australia. Downfall, Grand Tournament. 

Zeppelin : Laurence Gillespie, 23 Robert Allen Dr., Halifax, Nova 
Scotia B3M 3G9 Canada. Holocaust, War in the Air, 
WWII, 

Slobjjnpolit Zhurnal : Raymond Heuer, 162-10 87th Rd . , Jamaica, NY 
I 11432 . Special type of game. Contact Raymond for 

exact details. 

Kaissa: W. Elmer Hinton Jr., 20 Almont St., Nashua, NH 03060 
2001, Machiavelli. 

Fred Hyatt, 400 State St., Brooklyn, NY 11217 
Colonia IV 

Runestone: John Leeder, 121 19th Ave. NE , Calgary, Alberta, T2E 1N9 
standby for games in progress 

Rebus Sic Stantibus : Drew McGee, 100 Belmont PI 3-F, Staten Island, 
! NY 10 301. Grand Tournament 

Mansard: Robert Sacks, 4861 Broadway 5-V, NY, NY 10034 
Parlement. 

i The NEED-A-GAME listings are maintained by Lee Kendter Sr. (regular 
gameijs) and Robert Sacks (variant games). While DIPLOMACY WORLD can't 
guarantee any of these zines, we would not knowingly publish the name 
of a:! zine that is of no value or worth. 



INTRODUCING FRANK HERBERT'S 

Game of DUNE 




Frank Herbert's classic science fiction novel Dune 
will live for generations as a masterpiece. of creative 
imagination. In this game you- can bring tc i life the forbid- 
ding alien planet and the swijrling intrigues of 'all the 
book s major characters 

A desert planet— DUNE— (practically uninhabitable 
is crucial to the destiny of the galactic empire. Because 
only on Dune can spice be harvested. 

Spice is the key : to interstellar travel. Only by in- 
gesting the addictive drug can (he Guild- Steersman con- 
tinue to experience visions of the future, enabling them to 
plot a safe path through hypdrspace. Spice'- is also a 
geriatric medic-.ne which prolongs life. Oniy by assuring a 
stable supply of it throughout th£ galaxy can any Emperor 
avoid civil revolt. With spicej in short, one can buy 
whatever he wants. 1 

Powerful forces struggle tor control of Dune, Im- 
perial troops, aristocratic families. Guildsmen. a secret 
sisterhood and the nomadic native F.-emen all vie for 
power on the planet. . 

In the game as in the nove^l massive battles will oc- 
cur. Often to be decided by a single brilliant leader or an 
act of low treachery ! 



YOU CAN BE ONE OF THESE CHARACTERS: 

• The youthful Paul AtreidesfMuap 1 'Dib)— rightful heir to 
the planet, gifted; with valiant lieutenants and a strange 
partial awareness of the future, but beset by more power- 
ful and treacherous opponents. 1 

• The decadent Baron Vladimir Flarkonnen— master of 
treachery and cruel deeds. 

• His majesty theiPadishah Emperor Shaddam IV — keen 
and efficient, yet easily lulled into complacency by his 
own trappings of power. 

• Guild Steersman Edric (in league with smuggler 
bands)— monopolist of transport, yet addicted to ever in- 
creasing spice flows. 

• Fremen ecologist Leit-Kynes-f-commanding fierce 
hordes of natives 1 , adept at life and travel on the planet, 
and dedicated to; preventing any outside control while 
bringing about Dune's own natural regeneration. 

• Gaius. Helen Mbhian. Reverenij Mother of the Bene 
Gesserit sisterhood — ancient and inscrutable/ carefully 
trained in psychological control and a genius at achieving 
her ends- through ithe efforts of others. 

FOR 2 TO 6 PLAYERS 

in the DUNE game you cari explore many of the 
possible interactions which, mig|ht have taken place 
among these fascinating characters! with their own 
drives, heeds and special advantages. 

Send for DUNE, an outstanding new game with top 
quality fliH-color components aficionados have come to 
expect, from Ayaton Hill, world's largest publisher of 
strategy board games. I 
ORDER 2 GAMES-GET MAGAZINE 
SUBSCRIPTION FREE 

DUNE is just the newest in a growing line of Avalon 
Hill SF/fantasy board games. Our ;ffrst was #1 in sales in 
1977— Starship troopers by Robert Heinlelh. We've 
recently, added Magic. Realm and Wizard's Quest, both 
appealing to the dragon and dungeon fantasy genre so 
popular today. A purchase of any two games earns you a 
FREE 1 -year subscription (or extension of current sub) to 
The General, ourbi-monthly full Color glossy magazine 
that is to gaming what Chess Review is to Chess. 



The Avalon Hill Game Co., 

451 7 Harford Road. Baltimore. ! MD 21 21 4 

I enclose proper amount plus 10% handling for: 

DUNE @ $15 Starship Troopers @ $12 

Magic Realm @ $15 i Game Catalog 



. Wizard's Quest @ $12 



@ 50« 



7 I'm ordering more-than one ^ame. Be sure I get the 
FREE magazine subscription. 1 

Check or pioney order to The| Avalon Hill Game Co. 

Bill to Amexco VI$A Master Charge 

Account Mo 

Exp Date : 



. Signature^ 



NAME 



ADDRESS 



APT 



CIT c 



STATE 

DATE OF THIS ORDER- 



